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FOREWARD 


| have been gaming since the early days. In all my years (at least 13!!) of 
gaming, I've played & run some great games. But most of the games I've played 
are what | call “save the world games”, in which the group dynamics become 
important and every game is drenched in intense role play. Now don't get me 
wrong, | like that kind of game but sometimes you need a break, which is why | 
was motivated to make THE HUNT. | had been playing serious role playing games 
for so long that | forgot what it was like to “hack and slash." Using THE HUNT as a 
break from my campaigns, my players and | found ourselves relaxing and enjoying 
ourselves more. It got to the point where | couldn't run THE HUNT often enough, 
and when | didn't run it we were all looking forward to when | would. The key to the 
game is its simplicity, and of course, its subject matter. A few quick pointers to the 
would be player: First, DO NOT get attached to your character. In my Tuesday 
night group less than 10% of our characters have survived a full game and only 
one has made it two games. Second, be sure to read the optional rules because 
there are some very good ideas hidden back there. Lastly, kick back and relax, 
andhave a good time with it. This is the kind of game you play with your buddies to 
just have fun, not the kind you stress over. | have tried, and | think succeeded, in 
making the rules as interesting as possible, but it's the players themselves that 
make the game!! 


Leo Normington 
President 
Maverick Games Co. 


P.S. Reading through the game, you will notice that the masculine is always 
assumed (e.g. Buy his equipment.) This format was chosen for simplicity's sake. If 
there are any women, or sensitive men, who are offended by this, we apologize. 
But hey, its only a game! 
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COMMON COMPLAINTS ABOUT ROLE PLAYING GAMES 


Most Role Playing games are violent (especially this one), but it is the 
situation the characters, not the Players, are in that make them violent. Role 
Playing games have been on the market for about 14 years now and conservative 
estimates would say that over 6 million people in the US and Canada alone have 
played or are playing Role Playing games. With that many people playing an 
inherantly violent game you would expect astronomical numbers of true-life 
violent cases. WRONGI. In one day, more high school kids are injured playing 
football then have ever been harmed by acts of violence from Role Playing 
games. Unlike football, anyone can play a Role Playing game, and you just have to 
use your mind to play!!! 


NOTE TO NOVICE PLAYERS (What is Role Playing?’ 


Role playing is like improvisational acting. An actor is given a character that 
he is to portray while the director describes various situations to the actor in order 
to see how the actor thinks the character would react. In a role playing game, the 
actor is called a player and the director is called a Referee. Whereas an actor 
literally acts out his characters reactions, a player describes his characters 
reactions. On the stage the director can verbally describe a scene or he can have 
props set up to help the actor visualize what is being described. A role playing 
stage is usually a table top and once again descriptions are up to the Referee. As 
visual aids the Referee can use Lead Figures, Maps, and Counters (THE HUNT 
includes both a Map and Counters). Role playing offers young minds (and old) a 
chance to fantasize. Role playing games range in topic from the wild west to 
medieval England to the darkest outreaches of space. A player can become.a gun 
fighter, a wizard, a space explorer, a hi-tech spy, or in the case of THE HUNT a 
state of the art death dealing Hunter. The only boundaries are the imaginations of 
the players and the Referee. 
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"Virtue is its own 
punishment.” - 
Stalker 
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BACKGROUND 


As history marches forward, Corporations carry the banner of the future 
and the lower classes get trodden under foot. The working class of the world 
continues to fuel the fires of corporate engines while they extinguish their own 
hopes and desires. Resources that could be distributed are eaten up by those 
that can afford them. Corporations have the power to make and destroy entire 
countries, to provide for their elite, and to keep a tight hold on the lower classes. 
As despair and pity replaces hope, the populace slowly loses the ability to 
function. More and more people choose not to bring children into the world that 
they and their parents have created. Money is rare and a constant source even 
rarer. Then enters THE HUNT. THE HUNT, sponsored by corporations, is able to 
bring entertainment into the homes of the world. Modern technology beams the 
game to even the farthest reaches of the planet. THE HUNT offers hope to those 
who dare to enter it. Their lives are already wasted and without hope, yet if they 
survive they get to keep all that money. And if they keep winning they can 
support their families. 

Win enough and they might have a future. If they die they have lost 
nothing, but if they win the world is theirs. The viewers at home are entertained 
and their hope is restored. Unfortunately, the viewing audience is too immersed 
in their own pity to see the many ironies of THE HUNT; 


1) On average only one out of eight Hunters actually survives. 
2) The restored sense of hope leads them to work harder which only fuels 
the engines of the corporations even more. 
3) While watching the game the viewer is bombarded by company 
advertisements which convince them of things they really need. 
4) Dozens of people have to die so that one person can be called a winner. 


THE HUNT is a corporate ploy to give people a false sense of hope and 
then to bleed them dry before they realize it. 


ALTERNATE APPROACHES 


The setting described is a way to give insight into the Hunters motives. 
My world is not cast in stone and you could instead come up with your own setting 
such as: 


1) You could take this game and add it any of your already existing 
futuristic games. For example if you are playing some space game, THE HUNT 
may be the favorite sport of someone in the group. Whole adventures could 
revolve around that one character trying to go see his favorite HUNT superstar in 
action. The character might have to go to a shady part of town to meet a guy 
scalping tickets. Maybe some arch enemy will also be at the game, And if the 
character is hunted by any law enforcement agencies, he might get a little camera 
shy when the camera pans the audience. 


2) You can make THE HUNT a world in and of itself. Just make Hunters 
and have a good time killing each other without any connection to an outside 
world. 

Whatever else you do, be creative and remember the whole idea is to 
have a good time! 


Man's history is a violent one and there is no reason to believe that the 
future will not hold more of the same. From the gladiatorial games of ancient Rome 
to the football gridirons of today, violence has excited crowds for centuries. So 
what then does the future hold? 

THE HUNT is the next stage in the evolution of sports. Heavily armed 
players known as Hunters, are placed in a maze filled with criminals. The Hunters 
earn points by exterminating these dregs of society, and each other. As the 
mayhem rages, video equipment set up throughout the maze brings the event via 
satellite into millions of living rooms worldwide. Although barbaric, the game 
serves a purpose for all members of society; 


1) The general public is given heroes with strength and courage, they are 
entertained by the unpredictable nature of the sport, and they get to see 
criminals suffer (always a crowd pleaser). 


2) As with all sporting events, the corporate world is given an excellent 
opportunity to promote their products. 


3) Law enforcement agencies, burdened by over crowded prisons and 
increasing crimes, use THE HUNT to dispose of undesirable elements 
and to deter future crimes. 


The game is expensive to produce, but the returns from anxious 
corporations and bloodthirsty audiences is astronomical. Game production starts 
with a stadium. A maze is constructed in the middle using 15’ x 10' x 3” slabs of 
concrete and steel. Video cameras and monitors are installed throughout the 
maze. With the maze built, Hunters are recruited and outfitted with state of the art 
equipment. The game begins to turn a tidy profit as air time is eaten up by hungry 
companies hoping to convince the world of the absolute necessity of their 
products. The final touch is the sale of tickets to the game. Tickets are expensive 
and hard to get a hold of. After all, can you think of anything better to do with your 
Saturday? 
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"Here's a quarter 
kid, tip the ferry 
man when you see 
him." - Stalker 
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As in any other game there can be only one winner. There are two ways to 
win THE HUNT. First, if there is only one surviving Hunter prior to time running 
out, he is the champion regardless of points. The other way for a Hunter to 
emerge victorious is if time runs out and more than one Hunter is still alive, then 
the Hunter (alive or dead) with the highest point total wins. Survivors are given 
their point totals in cash, while dead winners eamings are awarded to their family, 
next of kin, or favorite charity. | 


There are four types of participants in THE HUNT. What follows is a quick 
run down on each. | 


PREY Prey compose the largest percentage of the maze population. They 
consist of political rabble, less than noble lawyers, and white collar 
criminals. Prey are not armed, nor do they wear any armor. They are easy 
targets for Hunters and are lots of fun to play with. 


GAME Game are hardened criminals that can be a nuisance to Hunters. They 
wear limited armor, and carry mostly light weapons. However 
some do have grenades or even battle rifles. 


THE FOX This is the prize of the Hunt. The Fox is a wanted criminal who is 
highly dangerous. The Fox is on a par with, maybe even better than, 
most Hunters. The Fox is also heavily armed and armored, making him 
a formidable foe. 


HUNTERS Hunters are here for the money and prestige. They are well 
equipped and well motivated. There are no rules saying that the 
Hunters must work together. 


The first three groups are controlled by the Referee, while the Hunters 
are controlled by players. 


THE MAZE 


The maze is a grid covering the floor of the stadium. Each section of the 
grid is 10° x 10". The walls of the maze are 10' high and 3” thick. The wall is sunk 5 
into the ground, made of high grade materials, and is impervious to explosives. 
Video cameras throughout the maze capture all of the Hunt's action. Monitors 
placed in the maze allow the participants to see everything that is going on. The 
position of all pieces is known to all, unless a stealth roll is made (see SKILLS). 


Note: See also Optional Rule Hidden Movement 


COLLARS 


Everyone in the maze, from Prey all the way up to the Hunters, wears a 
metal collar. These collars provide several different services; 


*A micro chip in the collar transmits the wearers location to all the 
Hunters in the maze. Hunters know where everyone is at all times (see Hidden 
Movement & Surprise for exceptions). 


*A connection to the wearer's spinal column allows the Referee to 
“disable” everyone in the maze. This option allows everyone to be placed in the 
maze safely and it allows for commercial breaks. 


Example: Chopper has his rifle raised and is about to blow Torch's head 
clean off; the network throws a couple of switches, everyone in the maze 


is paralyzed, the network goes to a commercial, comes back, throws the 
switches the other way, and Chopper takes his shot. The basic cliff 
hanger scene. 


*In an attempt to control certain problem players during THE HUNT, an 
explosive charge is also built into the collar. The charge is just strong enough to 
pop the trouble makers head off. 


Note: Collars can only be activated by the Referee! 
CLIMBING THE WALLS 

THE HUNT draws a stadium full of fans and in order to protect them, the 
Hunters are not allowed to climb or throw things over the walls. Hunters who do 


not follow this rule are guaranteed to have problems with their collars. Before you 
do it, ask yourself if you're willing to lose your head over it. 


GETTING INTO THE MAZE 


All Participants of THE HUNT are placed in the maze while their collars 
have them disabled. All Prey and Game are spread generously through out, the 


Fox is always in the dead center, and Hunters start from the outer wall of the maze. 


When THE HUNT begins, everyone is enabled at once. 
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THE 
HUNTING GROUNDS 


When the HUNT's creators 
began to design a stadium 
for their new sport, they 
needed a place that would 
be big and loud. Centrally 
located downtown, the 
HUNTING GROUNDS is 
such a place. |In fact, many | 
of the cheaper seats 
require binoculars in 
viewing the action. 


Specifications: 


Capacity: 126,500 (incl. 
82 luxury sky 
boxes & 15 
executive suites) 


Media: 62 TV & Radio 
satellite uplink 
centers, to 112 
nations. 


Transportation: Bus, train 
& 2700 
space 
garage. 


"Never hit a man 
when he's down: 
kick him, it's 
easier.” - Stalker 
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CREATING 
A HUNTER | 


Attributes 


A Hunter is ranked from 2 to 12 in his attributes. Ranking represents how 
developed a Hunter is in that area. The Higher the better. All Hunters have five 
attributes that start at 2. 


Skills 


Skills are also ranked from 2 to 12. Unlike Attributes, Skills start at 0. To 
make a successful action requires a skill check. Skill checks are made when you 
roll two six sided dice (2d6). If you roll less than or equal to your skill you made tt. If 
you roll higher than your skill you blew it. 


Example: Chopper wants to intimidate the Prey around him. His 
intimidate skill is a 6. He rolls a 5 (2 + 3). Since he made it, all the Prey 
and Game around him lose a tum. 


STEP ONE: (Buying Skills and Attributes 


Hunter's have to “buy” Skills and Attributes. Attributes start at 2 and Skills 
Start at 0. It costs 1 to raise a skill or attribute 1 rank. There are a lot of things to 
choose from but don't worry because you get 30 + 5d6 (35 to 60) points to start 
with. 


Example: Chopper has 52 (30+5+34+64+2+6= 52) points to spend 
on skills and attributes. He wants a Dodge of 8 and an Intimidate of 6. So 
_| far he has spent 12 points (Dodge starts at 2, Intimidate starts at 0). 


Note: Skills and Attributes have a starting maximum of 12. However, 
certain equipment can raise skills and attributes above 12. No matter how high the 
skill or attribute is 12 is always a failure. 
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ATTRIBUTE DESCRIPTIONS (Attributes start at 2) 
Dodge- Hunter's ability to not get hit. 


initiative- Determines when a Hunter gets to act. 


Movement- Used to calculate how far a Hunter can move per turn. 


Size- This is a measure of how big and tough a Hunter is. 


Willpower- Hunter's ability (or inability) to ignore pain. 


SKILL DESCRIPTIONS (Skills start at 0) 
Archery- Skill to use both Crossbow and Long Bow. 


Brawling- Hunter's ability to punch, kick, bite, etc. This skill can be further 
described as wrestling, boxing, martial arts, or street fighting. 


Crowd Appeal- How well the Hunter plays the crowd. A successful roll gives 
the player extra points. 


First Ald- Can stop minuses taken from damage. 


Intimidate- Causes all criminals within sight to lose a turn. (Does not effect 
other Hunters or The Fox.) 


Melee Weapons- Skill used to wield such weapons as swords, axes, baseball 
bats, clubs, chain saws, etc. 


Perception- Allows you to see someone using stealth. 

Pistol- Ability to use pistols. 

Rifle- Lets you use shotguns, sub-machine guns, and battle rifles. 
Stealth- A successful roll gives you a chance for surprise. 


Technical- Allows Hunter to set and disarm traps using explosives, tripwires, 
etc. 


Thrown Weapon- The ability to throw things. E.g. grenades, knifes, Prey. 
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STEP TWO (GEAR) 


Hunters start with $15,000 to purchase all of their gear. 


Cost Damage Item Notes 
10 3d6 Hammer 
20 306 Climbing Pick 
300 5d6 Blow Torch 
25 3d6 Caltrops (5) 
50 406 Shovel 
20 3d6 Iron Spikes (12) 
100 Tool Kit +1 to Technical 
125 Binoculars 
300 First Aid Kit +1 t0 First Aid 
100 Bandolier Holds 50 shotgun shells 
is Arrow Quiver Holds 20 arrows 
100 Crossbow Bolt Quiver Holds 20 bolts 
300 IR Goggles Smoke has no effect 
75 Pocket Tape Recorder 
150 Pocket T.V. 
200 CD/Radio Player 
200 35mm Camera 
500 Video Camera 
750 Laptop Computer 
50 Flashlight 
25 | Cloak 
50 Backpack 
20 Belt Pouch 
5 Pocket Mirror 
5 Sack 
100 Rope (50') 
20 Water Skin 
5 Disposable Lighter 7 
) Torch 7 f ; 
5 Gloves } 
30 Sword Belt 
15 Pitons (10) =» 
100 Sun Glasses ‘ 
200 Lab Goggles 
25 Hypodermic Needle 
5 Ear Plugs 
20 Compass 
200 Make-up Kit 
30 Hack Saw 
10 Chain per foot 
100 Detonator for plastique 
50 Handcuffs 
20 Strip Binds 
10 Pack of Cigarettes 


Note: This is by no means a complete list. Referees have final Say in equipment. 
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WEAPONS 

Cost Damage ftem_ -Notes 

Melee Weapons (1 attack per turn) 

50 3d6 Hunting Knife 

200 4d6 Machete 

350 5d6 Katana 

400 6d6 Two-Handed Sword 

175 4d6 Hand Axe 

400 6d6 Two-Handed Axe 

250 5d6 Boar Spear 

150 3d6 Gladiator Net Knocks down opp. 

200 5d6 Trident 

45 3d6 Bull Whip No effect against armor 
50 3d6 Cat-O'-Nine Tails No effect against armor 
50 3d6 Generic Club, Bat, etc. 


Missile Weapons (1 attack per turn) 


200 5d6 Composite Long Bow Armor is halved 
300 6d6 Heavy Crossbow Armor is halved 
Pistols 

Revolvers Damage #Ammo (1 attack per tum) 

400 4d6 6 .38 Police Special 

600 6d6 6 .357 Magnum 

750 7d6 6 Colt .45 "Peacemaker" 


Automatics (2 attacks per tum) 


650 5d6 15 9mm Beretta 

800 7d6 7 .45 Colt Military Issue 

900 8d6 7 .44 Automag 

Rifles 

Shotguns (1 attack per turn) 

750 12d6 2 Double Barrel (sawed off) 
1000 12d6 6 Police Issue 12 gauge Pump 
1350 12d6 12 Combat Assault Shotgun 


Sub Machine Guns (Burst = 5, or Full Auto = 10) 


1100 10d6 30 Uzi 
1100 10d6 30 H&K MP-5 
1200 11d6 30 Mac 10 


TTT 


(Oy _vunrcn 


Combat Rifle (Single, Burst, or Full Auto) 


1350 12d6 25 AK-47 

1600 12d6 30 M-16 

1750 13d6 35 FN-Fal Battle Rifle 

1800 14d6 30 British Individual Combat Rifle 


Ammunition (Single = 1 round, Burst = 5, and Full Auto = 10) 


25 Revolvers Box of 50 

50 Automatics Box of 50 

100 Shotguns Box of 25 

50 Sub Machine Guns Box of 100 
100 Combat Rifles Box of 50 

50 Arrows 10 

75 Crossbow Bolts 10 


Note: Armor Piercing Rounds make armor 75% as effective. Multiply 
base armor times .75 (round up). Cost is 5 times that of 
normal rounds. Arrows and Bolts already halve armor, and 


thus this does not apply. 
EXPLOSIVES 
Cost Damage Radius tem Special 
400 10d6 3 Fragmentation Grenade 
500 3d6 3 Concussion Grenade Turn loss 
350 2d6 3 Smoke Grenade -3 to Percept. 
2000 15d6 5 Plastique (1/4 Ib) | 'W/ 1 detonator 


Note: Radius is measured in squares. Walls stop the effects of 
explosives. 


ARMOR (1=Head 2=Chest 3=Rt Arm 4=Lft Arm 5=Rt Leg 6=Lft Leg) 


Cost Value Areas Item Description 
Free 0 26 Jumpsuit What most Prey wear 
350 § 2-6 Leather suit 


850 10 2-4 Bullet Proof Vest 
1000 15 2-4 Flak Vest 

1000 15 5-6 Flak Pants 

2000 15 26 Armored Overcoat 


3500 20 1-6 = Chain Mail -2 to Dodge 

5000 25 1-6 Ceramic Plate -1 to Dodge (Fire Proof) 
5000 30 1-6 Battle Armor -1 to Dodge 

500 20 1 Steel Helmet 

750 30 1 Ballistic Helmet 
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Note: Armor can be layered up to a maximum of 30 points. 


Example: Chopper is wearing a Bullet Proof Vest (10) and an Armored 


Overcoat (15), which means he has 25 (10 + 15 = 25) points of armor in 
areas 2-4. 


Armor is Ablative. Every time someone hits you, your armor value is 
decreased. If no damage gets past your armor subtract 1 from the location hit. If 
the armor is penetrated subtract 2. 


Example: If Chopper takes 10 points to his right leg the armor is reduced 
to 14 pts. On the next tum he is hit in the leg again for 15 points, 1 point 
got through so his armor is now only 12 points. 


Note: Internal Armor is not ablative. 


EXOTIC EQUIPMENT 
Cost Damage Item | Notes 
600 Anti-Smoke Goggles Smoke has no effect 


2000 Targeting Scope +1 to Rifle or Pistol Skill 

1100 6d6 Chain Saw 

8000 16d6 Flame Thrower Multiple Targets (exc. F. auto) 
950 Color Armor +1 to Stealth 

1500 Fireproof Suit Flame Thrower only does 4d& 
950 Crossbow Scope +1 to Archery 

1100 706 Power Axe 

1100 706 Energy Sword 

900. 5d6 Energy Net Success knocks target down 
500 5d6 Sonic Whip 

1750 Grenade Launcher Damage depends on grenade 
1500 506 Stun Rifle Success knocks target down 
750 4d6 Stun Pistol Success knocks target down 
2500 6d6 Battle Glove +2 to Brawling 

1750 4d6 Shock Gloves +1 to Brawling 

2000 5d6 Power Gloves +1 to Brawling 

300 Fire Extinguisher Puts out fires 

7500 14d6 Laser Rifle. +3 to Rifle 

4500 10d6 Laser Pistol +3 to Pistol 

2300 13d6 Assault Blaster 


THE HUNT 


Ope 


14) THE HUNT 


CYBERNETICS 


Cybernetics are pieces of technology that replace Human flesh. 
The result is a stronger, faster, tougher, Hunter. 


Cost Damage Item | Notes 

750 Sight Eye +1 Perception 

1500 Target Eye +1 Pistol, Rifle, or Crossbow 
200: Camera Eye Films all events seen 

500 (2)Anti-smoke Eyes Smoke has no effect 
2500 Arm Grenade Holds 3 grenades 

1550 8d6 Arm Flamer Flame Thrower in the arm 
1500 12d6 Arm Shotgun Double barrel 

1500 6d6 Arm Chain Saw 

1050 606 Arm Sword Sword in the forearm 
2800 Cyber Arm +2 Brawling 

600 5d6 Claw Hand Hand is like a cat's claw 
900 Tech Hand +2 Technical 

2000 10d6 Wrist Rockets Only 4 Rockets 

6600 2 Cyber Legs +4 to Movement 

5000 Internal Armor 20 pts on 1-6 Non Ablative 
3250 +2d6 Muscle Lace Makes limbs stronger 
5500 +2d6 All cyber Muscle +2 Size 

1500 Camouflage Skin +2 Stealth if not wearing armor 
1800 Face Replacement +2 Crowd Appeal 

1750 Look of Fear +2 Intimidate 

3300 Adrenal Boost +2 Initiative 

4700 Danger Boost +2 Dodge 

3850 Pain Editor +2 Will Power 

5000 Internal Health +2 First Aid 

DRUGS 


No Sporting event would be complete without some good wholesome 
drugs. All drugs add to one of the Hunter's skills (Can go above 12) for 1 turn. 
Drugs are taken orally and only one drug can be used at a time. Drugs last until the 
Hunter's next turn. (NOTE: We are by no means condoning drug use, but we are 
trying to make the game as realistic as possible. Notice how expensive 
the drugs are!!!) 


Cost Street Name Effects 

1000 Missed Me +1 to Dodge 

500 Speed +1 to Initiative 

500 Mover +1 to Movement 

750 ~~ Bulk +1 to Size 

800 __—s—Fist +1 to Brawling 

800 Stud +1 to Crowd Appeal 
750 Heal +1 to First Aid (only on user) 
400 Fear +1 to intimidate 

500 Blade +1 to Melee Weapons 
350 Looker +1 to Perception 


DESCRIPTIONS OF EQUIPMENT 


Hammer 
Climbing Pick 


Blow Torch 
Calttrops 


Shovel 

lron Spikes 
Tool Kit 
Binoculars 
First Aid Kit 
Bandolier Belt 


Quiver 

IR Goggles 

Tape Recorder 
T.V. 

CD Player 

35mm Camera 
Video Camera 
Laptop Computer 


Flashlight 
Cloak 
Backpack 
Belt Pouch 
Pocket Mirror 
Sack 

Rope (50') 
Water Skin 
Lighter 
Torch 
Gloves 
Sword Belt 
Pitons 


Sun Glasses 
Lab Goggles 
Hypo needle 
Ear Plugs 
Compass 
Make-up Kit 
Hack Saw 
Chain 
Detonator 
Handcuffs 


Strip Binds 
Cigarettes 


Pretty obvious isn't it? 


A pick the size of a hammer used by mountain climbers 


for balance. 

Hand held cutting torch. 

Small sharp objects similar in appearance to a child's 
jacks. Used to slow down pursuers. 
Standard military issue, folding shovel. 

Six inch long metal spikes. 

Standard kit includes; wrench, screwdrivers, & pliers. 
Makes things far away look closer. 
Bandages, gauze, tape, etc. (No drugs) 

With loops to hold bullets, as seen in a lot of 

western movies. 

Leather case and strap to carry arrows on your back. 
Goggles that allow the wearer to see heat patterns. 
Mini recorder to tape last will & testament etc. 

Mini television to watch the game. 
Combination CD Player and Radio for music to kill by. 

A picture is worth a thousand words. 

Hand held camcorder, great at weddings or funerals. 
Size of a small briefcase, comes with all the software 
you need. 

Come in lots of sizes and they all make light. 

For more dramatic Hunters. 

To carry all your stuff around in. 

Small pouch attaches to any belt. Holds a handful. 
Size of a lady's purse compact. 

Paper or Plastic. 

All purpose rope, useful to tie people up with. 
Holds a quart of liquid, any liquid. 

Small pocket lighter to light cigarettes or other things. 
A stick with gas soaked rags at one end. 

For fashion conscious Hunters. 

A belt that you can carry your sword with. 

Similar to spikes but not as crude. Used by mountain 
climbers. 

For fashion conscientious Hunters. 
Used by researchers to protect eyes from chemicals. 

To inject drugs, air, or water into people. 

Huh? What did you say? 

Every good Boy Scout should have one. 

Stage make-up to fake blood and gore. 

Small saw to cut through handcuffs or a leg with. 
Thick industrial chain. 

Can detonate plastique within 10 squares. 

Just like the police use. (Can be broken with a size 
roll -5) 

For cuffing protestors. Size roll -2 breaks them. 

You suck on them and they kill you. 
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Weapons 
Hunting Knife 
Machete 

Katana 

2 Handed Sword 


Hand Axe 
2 Handed Axe 
Boar Spear 


Gladiator Net 
Trident 

Bull Whip 
CatONine tails 
Club 

Long Bow 
Crossbow 
.38 Pistol 
.357 Pistol 
Colt .45 
9mm Beretta 
.45 Colt 

.44 Automag 
DB Shotgun 


Police Pump Shotgun 


Combat Assault 
Uzi 
H&K MP-5 


Mac 10 


AK-47 

M-16 
Combat Rifle 
FN-FAL 


Explosives 
Grenades 


Plastique 


Armor 
Jumpsuit 
Cloth Suit 
B-Proof Vest 


Overcoat 


Typical big knife for cutting down small trees. 
Very useful in the jungle and THE HUNT. 


A Japanese sword made of steel folded a million times 


A really big sword similar to those used by knights 
during the Middle Ages. 

Ordinary hatchet for chopping firewood and people. 
The kind of weapon preferred by Dwarfs. 

Since boar have a tendency to run up normal spears 


when stuck, a boar spear has metal coils on the shaft. 


With a boar spear the boar ends up gutting himself. 
Tangles the guy up and knocks him down. 

Similar to a pitch fork, it has 3 long metal tips. 

Nice heavy duty whip. 

Nine separate whips wove together into one handle. 
Use your imagination; a bat, a chair leg, a bone... 
A very precise and quiet instrument. 

Combination long bow and club. 

Carried by police detectives. 

Preferred by police. 

The weapon that won the west. 

Good standard 9mm. Little bang, but lots of bullets. 
Standard US military issue. 

Really big pistol. Scares elephants. 

Double Barrel, sawed off for concealability. 

found in squad cars. Bullets are loaded, then 
pumped into the chamber. 

Basically an assault rifle with shotgun rounds. 
The standard weapon of the Israeli Defense Forces. 
Small and compact, favored by terrorists in Century 
City, Ca. 

One of the first sub machine guns ever made. Small 
and reliable. 

What the Russians use. Cheap price and quality. 
What the Americans use. Expensive and weil built. 
What the British use. Lots of use in Northern Ireland. 
What everyone else in NATO uses. 


Size and shape of a baseball so their easier to throw. 
Frags - send little pieces of metal flying 


everywhere. Concussion - send force waves all over. 


Smoke - fill the area with smoke. 

Very explosive putty. Has to be primed in order to go 
off. A detonator sets off the primer. Very effective 

as booby-traps. 


Made out of spandex or cotton. What Prey wear. 
Made out of thick materials such as leather. 
Ballistic nylon that covers the chest and arms. This 
is the stuff cops wear. 

Similar to the coats long riders wore in the Old West. 
Covers everything except the head. 


Flak Armor 
Chain Mail 
Ceramic Plate 
Battle Armor 
Steel Helmet 
Ballistic Helm 
Exotics 
Smoke Goggles 
Scope 


Chain Saw 


Flame Thrower 


Color Armor 


Fireproof Suit 


Power Axe 


Energy Sword 


Energy Net 


Sonic Whip 


Grenade Launch 


Stun Guns 


Battle Gloves 
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Most soldiers are issued Flak jackets. Keviar is 

heavy and rather bulky but very effective. 
Just like knights used to wear. Heavy and cumbersome 
Ceramic sections are placed over a ballistic jumpsuit. 
The result is good protection, but sowed movement. 
This armor is completely Fire Proof. 

The latest in combat plastics is custom molded to fit 
each individual. Battle Armor is a sign that you mean 

to do business. 

Similar to helmets from WWII. 

The standard in helmets, light weight with good armor. 


Complex lenses in the goggles filter out smoke. 
Literally the wearer is allowed to see through the 
smoke. 

The infamous red dot targeting system. A red dot is 
seen on the target. The dot itself is no bigger than 
a fingemail. 

The type of machine you would expect to find in the 
wilderness or a horror movie. A very messy weapon to 

Say the least. 

For throwing flame onto people you don't like. A 
complex back pack system feeds chemicals into a hand 
held nozzie. Flame throwers are very hot to handle 

and a fireproof suit wouldn't be a bad idea. 

Any armor can be treated to blend into its 

environment. The effect is limited but not 
insignificant. 
lf another guy has a flame thrower this will:quickly 
become your most prized possession. ~ 
Energy from a power source in the handle is channeled 

to the blade where it heats the metal and gives off a 
brilliant glow. 

Similar to a Power Axe except that the Energy output 
is increased and the Energy becomes the weapon 
instead of an enhancer. 

Working on the same basis as an electric blanket, an 
energy net is a network of coils that pulsate heat. 
Sound waves sent through the whip increase its impact 
force. 

A rifle designed to shoot grenades. One grenade is 
loaded at a time. Very similar to a large shotgun. 

For game purposes the cost and damage of grenades 

are all the same. 

These guns fire a high voltage charge designed to 
knock a foe down. Basically a high tech version of a 
taser. The guns have good range and are powerful 

enough to stop the heart causing death. 

Massive metal gloves complete with lots of spikes. 

The gloves are by no means pretty but they are one of 
the most brutal weapons allowed in the Hunt. 
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Shock Gloves 


Power Gloves 


Extinguisher 
Lasers 


Blaster 


Cybernetics 
Sight Eye 


Target Eye 


Camera Eye 


AntiSmoke Eyes 


Arm Grenade 


Arm Flamer 


Arm Shotgun 


Arm Chain Saw 


Arm Sword 
Cyber Arm 


Claw Hand 
Tech Hand 
Wrist Rockets 


2 Cyber Legs 


Battery powered gloves that are just larger than 
normal gloves. Upon contact the gloves release a 
controlled charge designed to stun the opponent. 

By increasing the output of shock gloves Power Gloves 
are less stable but more deadly. 

For the Hunter who has everything. 

Highly charged electrons are fired through the air at 
alarming speeds. The effect is devastating and 
accurate. Lasers have two major draw backs, they are 
expensive and smoke halves their effectiveness. 
Really big and dangerous beam weapon. Not nearly as 
accurate as a laser, but it can be used against 

multiple targets. 


The eye is replaced with a small computer that is able 

to better take in the surroundings. 

The new eye places a target dot in the vision range. 

By lining the dot up with the desired target the 

chance to hit is increased. 

A mini camera transmitter in the eye socket transmits 

all visions directly to the Network box. Similar to a 
helmet camera in football. | 

Both eyes are replaced to filter smoke out. The good 
thing about these is that no one knows you have them. 
A smaller, but equally effective, grenade launcher is 
fully concealed inside the arm. You can have it 

without anyone else knowing about it. The grenade is 
launched out of the palm of the hand. Each arm holds 3 
Since the arm cannot hold a back pack worth of stuff, 
this little guy is not as hot an item as its big 

brother. Even so, concealability can be very 

important. Flames come from the palm of the hand. 
Only a double barrel job, but effective none the less. 
Both barrels are in the palm. 

The entire lower arm is an actual chain saw. The good 
news is you can never drop your weapon, the bad news 
is you Can never scratch yourself again. 
As with the Arm Chain Saw, the entire lower arm is an 
actual sword. 


_ For the Hunter who likes to get personal. Cybernetic 


muscles and cervos make the arm quicker to respond 
and to move. 

A Cat's claw at your fingertips. The claw is made of 
the finest tempered steel and is fully retractable. 

Let your fingers do the working. All the tools you 
need to get the job done are your fingertips. 
Rockets about two inches long are installed into your 
wrists (two in each arm). Always a biast at parties. 

Run the 100 meter in 6 flat don't believe me try these 
gems on. Both of your legs are completely replaced 
and your new muscles and cervos don't even cramp. 


Internal Armor 


Muscle Lace 
AllCyberMuscle 


Camo Skin 


New Face 


Look of Fear 


Adrenal Boost 
Danger Boost 


Pain Editor 
Int Health 


Drugs 
Missed Me 


Speed 


Mover 


Bulk 


Fist 


Stud 


Heal 


Fear 


Blade 


Looker 
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Look tough while you stay safe. The upper layers of 
your skin are removed and replaced with armor plating. 
Then vat grown skin is placed over your armor. An 
extremely painful process. Non Ablative armor. 
Reinforce your current frame with cyber strands. 

Get rid of that weak human stuff and put in some good 
old fashioned cyber strands. This stuff makes you a 

lot stronger and bigger. 

Imagine your skin being smart enough to blend with its 
surroundings. Well replace it with Camo Skin. This 
does work with Internal Armor. 

Get the Face job you wanted and look even better 
during the Hunt. The crowd will love it. 


Enhanced facial muscles and veins make you look even 
tougher then you are. 

Take the first shot. Adrenal Boost is a small device 
installed inside you that regulates the flow of 
adrenaline tothe rest of your body. 

Micro insert that allows you to react to danger even 
quicker than normal. 

If you can't feel it, it can't stop you. 

Enhanced cells allow you heal quicker. 


Allows you to control your sixth sense so that you 
literally feel the attack coming. There by Increasing 
your reaction time and allowing you to get out of the 
way in time. 

Tells your body to increase the production of 
adrenaline so you are actually thinking quicker and 
making decisions without hesitating. 

Gets your leg muscles going. This is a good one to 
take near the end of the game when targets are more 
spread out. 

A sort of steroids, Bulk deadens your nerves so that 
your damage is limited. 

The drug allows you to just act, without thinking 
about it. Your able to fight on instinct. All of 

your training becomes part of you. 
A relaxer of sorts, this drug makes you feel good and 
the crowd perceives it as being cool headed in the 
middle of all the action. 

Pop this little guy and your blood will clot faster 

and we all know that means you have a better chance of 
making it to the end of the game. 

This drug causes results similar to Look of Fear. 
Facial muscles and veins expanded giving the Hunter a 
menacing appearance. 

In a state of distant cool you become one with your 
weapon's every movement. 

You become alert, you see every detail. Nothing 
escapes your vision. 
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"The road of your 
life is about to 
come to a dead 


end.” - Stalker 
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O.K. you have some equipment, some armor, maybe some drugs, but 
who are you? Well this next step should shed some light on the matter. 


PROFILE 

Are you Black, White, Purple, Green... 
Are you tall, short, thin, or wide? 

What color is your hair or eyes? 


Is your hair long or short? 
How are you dressed? 


NAME 
This can be pretty tough, but here are some tips that should help. 


Think about your favorite sports stars; like "Too Tall", "Rocket", "Bone Crusher’, 
"Boom Boom", "Iron Mike", and others. 


Do you have a favorite weapon? i.e.: "Blow Torch", “Blade”, or "Uzi Bob" 
Do you have distinguishing features? "Scar Face”, “Baldy”, "Lefty"? 


Are you from somewhere unique or noteworthy? “Southern Fury", “Orient 
Express", "Johnny Reb" ... 


If you are still stumped, try a mythological character: "Dragon", "Shadow", 
"Wraith", or hundreds of other possibilities. 


INTRODUCTION 


Before your Hunter enters the maze, he will have to be introduced, so 
now you get to write your own introduction. Here are some examples to give you 
an idea. 


"Raised in the streets, this Hunter is not about to shy away from any fight, and she 
can definitely take care of herself. Please give a HUNT welcome to the Huntress!!" 


"Hide your daughters, bolt down the furniture, and get ready for slaughter. 
Razor's ready to raise a little Hell.” 


"Here's a man that gives a new meaning to the definition of heat. Here to raise the 
temperature a few hundred degrees, give a real warm welcome to Phoenix!" 


You get the idea! 


* 
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HUNTER PORTFOLIO 


HUNTER'S 


NAME: AorcH 


Naer® Sameue! 


SURPRISED:-2,1/2COVER: 
+1, FULL COVER:+2 
Cis 10, =e 


ATTACKER: — 


: _ FARLLAUTO: +2 
EXTREME:-2 BURST+1 


Here's a sample character sheet 
to let you know if you're on the 
right track! 
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CO} GAME 


"How would you like 
to be a live organ 
donor." - Stalker 
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GAME 


| MECHANICS 


WINNING 
There are two ways to win THE HUNT. 
#1 Only one Hunter alive before time runs out. The living Hunter wins. 


#2 More than one Hunter alive when time runs out. The Hunter (alive or Dead) 
with the most points wins THE HUNT. 


Survivors are given a cash total equal to their point total. A dead winner's money is 
given to his family, next of kin, or charity. 


Points are only awarded to Hunters, sorry Fox. Hunters can turn unspent money 
into points at the beginning of the game, at a rate of one for one. 


Scoring is strictly up to the Referee. The amount of points given out and the 
excitement of the Referee, is directly related to how motivated and excited the 
Hunter's will be. 


— 
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GETTING POINTS 


Points are awarded according to the following criteria: 


Finishing off a Hunter 

Being the sole survivor prior to time running out 
Killing the Fox 

Dying a noble death 

Still breathing when time runs out 

Executing a Game Animal 

Extremely brutal or merciless action 

Executing a Prey 

Witty statement (based on audience response) 
Blatant disregard for personal safet 

inflicting a Head Wound 

Misc. Macho Action (Makes a good instant replay) 
Successfully avoiding a booby-trap . 
Successful Brawling attack 

inflicting a Chest Wound 

Successful melee attack 

Successfully avoiding an arrow or bolt 
Successfully hitting a Hunter with an arrow or bolt 
Successfully avoiding a Melee attack 
Successfully avoiding a Brawling attack 
Successful use of explosives against another Hunter 
Successfully shooting a Hunter 

Bad Cliche (based on audience response) 
Successfully avoiding a bullet 

Destruction of a monitor in the maze 

Excessive Ccautiousness 

Misc. Cowardly Action (begging, praying, etc.) 
Dying a cowards death 

Destruction of a video camera in the maze 

Being killed before time runs out 


OPTIONAL POINTS 


Issuing a challenge which includes your location 
lf Referee has to give your location to spice things up 
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TURNS 


Hunters act according to their Initiative. Highest initiative goes first. 


ACTIONS 


Movement 
A Hunter can Wak a number of squares equal to Movement. A Hunter 
can Run a number of squares equal to 2 x Movement. Diagonal 
movement is allowed and only counts as one space. NOTE: Additional 
Movement rules can be found under the optional section. 
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Use a Skill 
Skills such as; First Aid, Technical, and Stealth. 


Aiming . 
To aim for a specific body part takes a full action and the attack is at a -2 to 
hit. Full auto attacks cannot be aimed. 


Reloading a Bow or Cross Bow 
To Reload one of these items takes one action (1/2 a Turn) 


Attack 
Includes all combat skills. 


A Hunter can perform two actions each turn. 


Example: Chopper (Movement 8) can run 16 squares and then use his 
Technical. He can use First Aid then Shoot at another Hunter, or 
he can Shoot at someone and then move. A Hunter can not 
perform the same action twice. ( With the exception of First Aid.) 

Example: Chopper can not run 16 squares and then choose to run 

another 16 squares. Nor can he Shoot two bursts. 


Zero Action items 
The following do not take an action to perform 


1) Crowd Appeal skill rolls 

2) Intimidate skill rolls 

3) Comments (witty or bad) 

4) Taking a drug. Drugs last for one full turn. 


Crowd Appeal 


lf a Hunter has Crowd Appeal and decides to try to use his skill during the 
game this is how it works: Roll a skill check, if it is a success than the player gets 
their skill x 100 points. 


Example: Faceman has a Crowd Appeal of 8 and chooses to take an 
action to make the roll. Rolling a 7, he makes his Crowd Appeal 
and thus gets 800 (8 x 100) points. 


Note: Some people are not as quick with witty comments as others, and 
since a great deal of points can be had through such comments, this skill should 
make things a little more even. This skill should not replace Role Play. Encourage 
them to describe what they are doing to deserve the points, but don't cut them 
out of the game. 


HOLDING AN ACTION. 
Note: This rule can get tricky so be careful. 


A Hunter does not have to take his turn during his initiative. Instead, you 
can hold an action or your entire turn. 


Example: On Chopper's turn he runs his full movement (1 action) then he 
waits. He is considered to be holding 1 action. 
Held actions can be used anytime before the end of the 
turn, after which you have lost it forever. 
Example: The fastest Hunter (Speedy) can act anytime before the Prey 
are finished with their turn. 


ATTACKING 


Hunters can choose to attack as one of their actions. 
Resolving an Attack 


1) Declare Target 
Find someone in line of sight. Announce target to Referee. 


2) Choose Weapon 
What weapon are you going to use. Remember the range. 


_ 3) Consider Modifiers 
. Start with the weapon skill and apply the following modifiers: 


Point Blank = +2 Firing Full Auto = +2 
Short = +1 Firing a Burst = +1 
Medium = -- Firing Single = -- 

Long = -1 Attacker Running = -1 


Extreme = -2 Extra Targets = -1 each 
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"It's back to the 
gene pool with 
you.” - Stalker 
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4) Roll an Attack 
Roll less than the Modified number from 3). (Remember 12 always fails 
and 2 always hits) 
5) Consider Modifiers 
1/2 Cover = +1 Surprised = -2 
Full Cover = +2 Defender Running = +1 


See Armor Modifier Dodging a Grenade = -5 


Attacker Modifier = -? (How much did the attacker make it by) 
Needed to roll 8 or less rolled a 3, Modifier = -5 (8-3) 


6) Roll a Defense 
Roll less than the modified number from 5). (Remember 12 always fails 
and 2 always hits) 


7) Roll Damage 
Roll the damage for the weapon you are using. 


8) Roll Location 
(1) Head (4) Left Arm 
(2) Chest (5) Right Leg 
(3) Right Arm = (6) Left Leg 
9) Subtract Armor 
Consider Modifiers 


Head (1) = +10 Chest (2) = +5 
Armor piercing rounds (Armor x .75) 


10) Check Size VS. Damage 
Look on the chart. 


11) Roll Will Power 
For every Attribute penalty make a check against Will Power. A 
successful roll, negates the penalty. 


12) Note Damage 
Be sure to write down what happened to you. Remember your armor. 


13) Award Points 
Don't Forget to get your hard earned points!!! 


RATE OF FIRE 


Single One (1) round is used and no bonuses are given. 
Burst Five (5) rounds are fired and a bonus of +1 is given. 

Full Auto Ten (10) rounds are fired and a bonus of +2 is given. 
Note: Each type of weapon has different Rates of Fire. 


EXPLOSIVES 
All explosives effect a radius. Do not roll location for explosives. Armor 
value is considered to be whatever the Chest armor is. A Dodge against 


explosives cuts the damage in half. Roll damage once for all the targets within 
range. 


Example: Chopper has 25 pts of chest armor and is within 3 
squares of an exploding frag.. The damage is 40 points. Making 

a Dodge cuts the damage down to 20 points, less than his armor, 
but he does still lose a point off of his chest armor. 


GRENADES 

Hitting with grenades uses Thrown Weapon skill +5. If the Hunter doesn't 
have the skill the chance is 5 or less. If a grenade misses roll 1d6 (Odd = Too Far, 
Even = Not far enough) then roll 1d6 for distance in that direction. A grenade can 
be thrown as far as the Hunter's Size. 


The damage of lasers is halved by smoke. Because of the stadiums 
excellent ventilation system Smoke only lasts for one turn 


The skill needed to use an Exotic weapon depends on the weapon. 
Common sense dictates that a Laser Pistol would use a Pistol skill. 


ARMOR PIERCING ROUNDS 

Armor is multiplied by 75% before subtracting it from damage. 
Example: Chopper is hit in the chest (25 pts) by an Uzi with AP 
rounds. The damage rolled is 32 points. Damage ends 
up being 32 - 19 (25 x .75 = 19) + 5 (Location = 
Chest), for a total of 18 points. Without AP the 
attack would have done 32 - 25 + 5 = 12. (Tough break) 


Armor is halved (round up) against bolts and arrows. 


Example: Chopper is hit in the chest (25 pts) by a Crossbow for 
15 points. The damage is 15 - 13 (25 x .5) +5 
(Location = Chest), for a total of 7 points. 


BRAWLING DAMAGE 
All bare fisted attacks do 3d6 + (Size / 3) 


| Example: Armsman would do 6 - 21 (3d6 + 3) points of damage bare 
fisted. 


IRAPS 

A Technical role is needed to set a trap and to disarm it. What a trap is 
made out of is up to the Hunter. Damage is based on the materials used. A 
perception roll lets you see a trap before setting it off. 


FLAME THROWER | 
Can be used against muttiple targets, take into consideration the 
minuses, but it can not be fired Full Auto or Burst. 


RANGE CHART (Maximums measured in squares) 


Pt. Blank Short Medium Long Extreme 

Brawling 1 N/A N/A N/A N/A 
Melee 1 2 N/A N/A N/A 
Bow 1 4 8 16 17+ 
Pistol 1 4 8 16 17+ 
Shotgun 1 3 6 12 13+ 
Mini Gun 1 5 10 20 21+ 
Rifle 1 8 16 32 33 
WILL POWER & FIRST AID CHECKS 


Notice that on the Size vs. Damage chart the result can include negative 
modifiers to attributes. This type of damage represents the pain and agony the 
target is experiencing. Don't worry there is hope for you. For every attribute 
affected a Will Power roll is made. If successful the Hunter can grit his teeth and 
ignore the pain, and therefore disregard the modifier. If the roll is unsuccessful 
then the Hunter must suffer the consequences of his weakness. 

lf a Hunter or Fox fails a Will Power roll he can try to use First Aid to stop 
the suffering. The Hunter or Fox can attempt to negate one modifier an action and 
can spend as many tums as is desired on the same modifier. The following 
modifiers apply to both Will Power and First Aid checks. 


DamageResutt Necessary Skill Check 
-1 to Attribute Unmodified roll 

-2 to Attribute -3 to skill 

-3 to Attribute -€ to skill 


Example: Chopper (Size = 8 / Will Power = 10) takes 22 points of damage, 
which results in -3 to Size & -3 to Will Power. Chopper therefore 
must roll 4 or less for Size and Will Power. Rolling a 7 for Size and 
3 for Will Power, he has negated the Will Power modifier. The 

next turn, still suffering from the Size modifier, he chooses to try 

his First Aid roll (he needs a 2 or a 3, good luck). If he fails he can 

keep trying until he succeeds, meanwhile his Size is a 5. 


Note: Attributes cannot go below 2. Additional negatives to the same location are 
counted as separate wounds. 


Example: lf Chopper took 11 points with his now 5 Size he would get 
another -2 to Size. After a failed Will Power roll his Size would be a 


3. He would need two First Aid rolls to be back to normal (one at - 
6 and one at -3). 


Be sure to record negative modifiers on the Hunter profile sheet next to the 
appropriate box. Referees can also keep track using the boxes on the Initiative 
chart. . 


SAMPLE COMBAT 


After killing a bunch of Prey, Torch decides that Blood Guard has a few 
too many points so he sets himself to the task of eliminating the competition. 


Torch has an Initiative of 8, while Blood Guard has an Initiative of 4 Torch 

goes first. 
"| like a man who 

- Torch runs next to Blood Guard (1 Action) can laugh off a 
- Knowing that Blood Guard has a fire proof suit on, Torch tries to disabling wound.” - 
get him with his Boar Spear while yelling "Stick Around!!!". Stalker 
- Melee skill of 5 + 2 (Point Blank) - 1 (He Ran), Torch needs to 
roll 6 or less. Rolling a 4 he hits by two. 
- Blood Guard has to make a Dodge roll at 8 - 2 = 6. He rolls a 7 
and is successfully hit. 
- Torch rolls location 2 (The Chest) 
- The damage is 5d6 + 5 (Chest) = 21 
- Blood Guard has 25 points of armor in the chest so nothing gets 
through. 
- Blood Guard's chest armor is now a 24 because he was hit 
- Points - +1000 for blatant disregard of personal safety 
+ 100 for that really bad cliche 
+ 400 for a successful melee attack 
+ 500 for a chest wound 
Total = +2000 


Blood Guard's turn 


- Aimed shot for the head (1 Action) 

- Fires a single AK-47 shot at the head 

- Rifle 8 - 2 (aimed shot) + 2 (Point Blank) = 8 or less. Rolls 2. 

- Torch has to Dodge 8 - 6 = 2 to not get hit. Rolls a5 

- The Damage is 12d6 + 10 (Head) = 53 

- Torch has 25 points of head armor. 28 gets through 

- With a Size of 10 the damage is -3 to Move and -3 to Size 

- 2 Will Power Rolls -3 Move = Will Power - 6 = 2. Rolls a 10. 
-3 Size = Will Power - 6 = 2. Rolls a 7. 

- Torch had a Move of 6 (now a 3) & a Size of 10 (now a 7) 

- Head armor was 25 now a 23 because he was breached. 

- Points - +1000 for extremely brutal action 

+ 200 for a successful gun shot 

+1000 for a head injury 

Total = +2200 


Next turn, Torch has to decide whether to run and lose points or stay and lose his 
life. 
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REFEREE 
AA SECTION 


So you want to be a Referee do you? First of all before we get started let 
me make sure you know what you are getting into. As the Referee it will be your 
job to make the game as interesting and fun as possible. You have to make the 
Players participate. You will have to do your best to encourage good 
introductions, witty comments, and general role play. You will have to keep the 
Hunters involved by giving graphic descriptions, replays, lots of points, and by 
keeping your own interest as high as possible. | haven't scared you off yet so you 
might as well pull up a seat and let me ask you a couple of questions. 

How well do you know the rules? Don't get me wrong, you don't have to 
have the rule book memorized but an overall knowledge will help the game move 
along quicker. 

Are you a loud obnoxious kind of person? You don't have to be but the 
louder and more pumped up you are the more exciting the game will be. What do 
you the think the goal of the game is? If you said kill everything in sight you were 
wrong. The overall goal of the game is to have a really fun time, the killing just 
provides the setting. 

Can you control your gaming group at its worst? This is probably the 
toughest part about THE HUNT. The best games will be when your players are on 
the edge of out of control. The worst games, however, will be when they pass 
over the line and become anarchists. 


"His only redeeming 
quality is that 

he's biodegradable” 
- Stalker 
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REFEREE ©’ 


Now that I've scared the heck out of you, let me give you some advice on 
how to be a good Referee. 


1) Know the rules or at least the layout of the rule book. Nothing will kill the mood 
of a game quicker than spending 2 hours looking up the rules. 


2) Make it known that you are God. The Referee's word is cast in stone. Don't let 
the players spend half an hour arguing over who is right. lf necessary take 
the rules away from them after they have made their Hunters. There is no 
room for RULES LAWYERS in THE HUNT!!! 


3). Be fairill! If your word is golden then you better not be unfair to the Hunters. 


4) Don't be a picky Referee. Let the Hunters blow the heck out of the Prey and 
Game. That's what they are there for. Don't worry about their points and 
their armor. If the damage was extensive, take the corpse away. 


5) Give lots of points. The more points you are willing to give out the more creative 
the players will become. 


6) Keep the game moving. Its ok to take a minute to exchange some witty 
comments but five or ten minutes is starting too much. Hunters not 
involved in will become disinterested. 


7) Modify the damage done by the Fox. The fox is in the maze to scare the 
Hunters, not to kill them. (At least not right away!) 


8) Read over the optional rules. Try different rules, that will make the game 
different every time you play. 


If you do these eight things | guarantee that you will make an excellent 
Referee. In the end remember that the whole idea is to have a good time, so be 
Creative, and good luck. | 


As a final safety net if problems arise or you have suggestions you can 
always write to me or catch me at most of the San Francisco Bay Area 
- conventions. 
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How to set up a game 


1) Help players create Hunters. 

2) Choose optional rules to be used. 

3) Choose a Fox from the Kennel. 

4) Set a time limit. — 

5) Fill out an initiative chart. 

6) Read off Hunter introductions. 

7) Start with turn one and keep going till time runs out or only one 
Hunter is still alive, which ever comes first. 


Time Limits 


Set a time limit of about 4-6 hours of real time. Depending on the number 
of players this will equal out to 10-15 turns each. Be sure to announce the 
deadline at the beginning of the game, and remind the players what time it is as 
the deadline gets closer. The game actually ends at the end of the turn. So if the 
deadline is midnight and you start a new turn at 11:58 then game ends when 
everyone has had their turn. The deadline is not set in stone, so if everyone 
agrees, extend the time. 


Initiative 


The initiative chart will tell you who's tur it is next. Highest initiative goes 
first, lowest last. List the Hunters and the Fox according to their Initiative Skill, 
from highest to lowest. After all the Hunters and the Fox goes the Game and then 
the Prey. 


THE KENNEL 
Statistics for Prey & Game. 


Prey 

Dodge = 5 Movement = 5 
Life Pts = 10 Brawling = 4 
Armor = 0 (1-6) No Weapons 

Game Type A (Rabbit) 
Dodge = 6 Movement = 6 
Life Pts = 15 Pistol = 6 
Armor = 10 (2-4) (4d6) .857 Magnum w/ 50 rounds 

Game Type B (Deer) 

Dodge = 6 Movement = 6 

Life Pts = 20 Rifle = 6 

Armor = 15 (2-4) (8d6) Uzi w/ 100 rounds 

Game Type C (Elk) 

Dodge = 7 Movement = 6 

Life Pts = 25 Pistol = 6 . 
Armor = 15 (2-6) (6d6) .44 Automag w/ 50 rounds 

Game Type D (Wolf) 

Dodge = 7 Movement = 6 

Life Pts = 30 Rifle = 6 

Armor = 15 (2-6) (10d6) Police 12 gauge w/ 25 rounds 
(3d6) 2 concussion grenades 

Game Type E (Bear) 

Dodge = 8 Movement = 10 

Life Pts = 35 Rifle = 8 

Armor = 15 (2-6) (10d6) M-16 w/ 100 rounds 

20 (1) (6d6) 2 frag grenades 


Note: Since Prey & Game have a limited number of attributes, damage 
is calculated differently. Every point of damage that gets 

trough armor is subtracted from the total Life Pts. When life 

points reach zero (or negative numbers) then the poor sod is 

dead. 


DEATH CHART 


Use the following chart to make the deaths of Game and Prey dramatic and 
interesting. 

Roll 2d6 

2 You ripped him to pieces, now he's a human jigsaw puzzle. 

3 Blood flows like the Nile from his open wounds. 

4 He's dead before he even gets the chance to scream. 

5 The Surgeon cringes at your handiwork. 

6 Several people in the audience just found religion. 

7 Get the butter, he's toast. 

8 The bloody wall makes a fine Modem Art piece. | 

9 The maggots make yummy sounds. 

10 The decapitated body writhes on the bloody ground. 

11 Intestines are flung across the maze like macabre streamers. 
12 Put a fork in him. He's done. 
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"I'd shoot you in 
the face but it 

couldn't get much 
worse." - Stalker 


(Oy FOXES 


Robert Patterson 
A.K.A. Armsman 

26 years old;6' 6" Tall 
Brown Eyes, Black Hair 


THE 
FOXES 


Armsman is an ex- 
soldier who just loves to 
kill. Armsman was 
discharged from the 
military because of, "a 
disturbing personal 
desire for combat, any 
_ kind of combat, with 
anyone.” After the 
military, Armsman 
became a survival nut. 
His home is literally 
carved out of the side of 
a hill. Armsman’s criminal 
career began when he 
killed a "commie scum 
bag" come to take him 
to an internment camp 
(a local land surveyor). In 
a gun battle with local 
police, Patterson killed 
6 officers and blew up 3 
squad cars. The battle 
with police started a 
random killing spree that 
ended three months 
latter. Patterson was 
found guilty of killing 
over 10 people in a one 
week period alone. At 
his trial Patterson was 
asked if he had anything 
to say in his defense, 
what follows is his 
response, 
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"Patterson, Robert J. 
Sgt. Military Defense 
Force Serial Number 
553035. Patterson, 
Robert J. Sgt. Military 
Defense Force Serial 
Number 55303J5..." 


— 


Armsman is definitely 
way over the deep end, 
but if anything that 
makes him even more 
dangerous. Patterson's 
most dangerous 
qualities are his 
unpredictable nature 
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and his knowledge of 
explosives. Nearly a 
third of Patterson's 
victims fell prey to his 
intricate web of booby- © 
traps. Torch, one of 
THE HUNT's more 
prominent Hunters had 
this to say about 
Armsman: 


"Well the guy sure as 
heck does carry a whole 
lot of really big guns. It 
looks to me as though 
this is one of those guys 
who likes to get in close 
and personal. Fine by 
me, I'll just roast him a 
little while he tries it. The 
only thing about the guy 
that even comes close 
to scaring me, is ail that 
damn plastique. You'd 
think he was trying to 
break into Fort Knox or 
something.” 


Although not the same 
quality Fox as fron 
Cross, never under 
estimate your 
opponent. Remember: 
when you start under 
estimating, the grave 
diggers start digging a 
nice hole just your size. 


(Oy Foxes 


Todd Becker, MD 
A.K.A. The Surgeon 


37 years old; 6’ 1” Tall, 
Green Eyes, Brown Hair 


Doctor Becker proved 
to be one of the most 
difficult criminals in 
history to catch, taking a 
task force of police 
organizations over six 
years to track down. The 
man is a mastermind. At 
one time, he held the 
prestigious title of Chief 
of surgery for a 
respectable East Coast 
hospital. Doctor Becker 
is also credited with 
some of the most 
gruesome murders in 
the history of man. The 
Doctor himself 
considers his "work" 
grisly but necessary. 
Just what kind of work 
does the good Doctor 
do? The Doctor is a 
master of the human 
body. He earned the 
title of The Surgeon for 
the meticulous 
dissection he performs 
on his victims. Unlike 
other Foxes, the 
Surgeon chooses to 
disarm his prey with 
cunning and charm. 
Many a beautiful woman 
gave her heart to this 
man in more ways than 
one. Not only does the 
Doctor dissect his 
female victims, he also 
eats their flesh. During 
a psychiatric interview 
after his capture, the 
Doctor gave this insight 
into his mind: 


"You see, my Bride was 
taken from me before 
we were married. My 
studies of the human 
anatomy are merely an 
attempt to better 
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understand death, and 
therefore prevent it. | 
believe that one day my 
Studies will find a cure 
for death. As to my 
appetite for young 
hearts, well | must 
confess that is not 
based on science. 

A psychiatrist friend of 
mine introduced it to me 
some'years back 

and | am afraid that | am 
quite hooked. | consider 
it an advantage of my 
work, that it allows me 
access to this lovely 
delicacy." 


The Doctor's charm and 
wit may very well have 
allowed him to steal the 
hearts of so many 
young women, but will it 
help him when he faces 
THE HUNT? Chopper 
doesn't seem to think 
so: 


"This is one sick puppy. 
Look I'm no Doctor or 
nothing like that 
but | know that a good 
way to stop death is to 
stop killing people. | 
mean, this guy is 
whacked! Doctor 
Becker may have had 

‘his way with some 

young chicks but | don't 

think I'll have any 
problem offing him. Asa 
matter of fact | think | 
might even enjoy it 
more than | usually | do.” 


The Hunters seem to 
think that charm and wit 
have no place in THE 

HUNT, but only time will 
tell. 
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Hans Rengstorff 


A.K.A. iron Cross : 
23 years old, 6' 4" Tall 
Biue Eyes, Blond Hair 


Born Michael 
Bergmann, iron Cross 
changed his name to 
Hans Rengstorff the day 
after his eighteenth 
birthday. Hans 
Rengstorff is wanted in 
more than 10 states for 
racially motivated 
crimes. His crimes range 
from execution slayings 
of public officials to the 
brutal extermination of 
entire families. Upon his 
arrest Iron Cross had 
this to say to the media: 


“| want everyone to 
know that | was not 
captured by the 
infected police of this 
nation. |, lron Cross, 
willingly surrendered so 
that | could compete in 
THE HUNT and thus 
prove to the worid the 
strength of the Aryan 
Nation and its soldiers." 


Hans was the major 
enforcer for the 
Brotherhood of the 
Aryan Nation, a radical 
white supremacist 
organization dedicated 
to the genocide of 
“lesser” races. Hans kills 
without conscience, for 
he truly believes the 
people he is killing are 
nothing more than 
lambs being led to the 
slaughter. Prior to his 
“capture” police 
psychiatrists had titled 
tron Cross"the most 
‘dangerous free 
individual in our 
society." His unique 
combination of 
fanaticism, intelligence, 
and brute strength 
make him an adversary 
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worthy of careful 

consideration. Hunt 
superstar Chopper, in a 
recent interview had this 
to say about Iron Cross: 


“Let's get one thing 
Straight right now, {'m 
not afraid of anyone or 
anything, and this guy 
scares the hell out of 
me!" 


Since his incarceration 
in the Kennel, fron 
Cross has spent his time 
, Preparing mentally and 
physically for the 
onslaught to come." 
lron Cross has of yet to 
meet the Hunters that 
will try to rob him of his 
life blood but he has this 
to say about his would 
‘be executioners: 


"There is no greater 
warrior than an Aryan 
and there is no greater 
Aryan Warrior than me. 
Any man who dares to 
enter my maze will die as 
surely as all Lesser 
people will!! “ 


lron Cross is definitely 
not at a loss for words 
nor the muscle to back 
the words up, but what 
of the Hunters he 
faces?? Can they 
destroy yet another 
Reich?? One thing is for 
Sure, this is bound to be 
one hell of a match up!! 


NOTE: 
During play testing Iron 
Cross lived through 4 

complete games before 
he was finally killed. 
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"Sorry, | don't have 
time to kill you 
right now.” - 
Stalker 


Here's a few things that you can use to customize your HUNT. 


Hidden Movement 


This option opens up all new aspects of the game, and will probably 
become a permanent part of your HUNT. Hunter counters do not start on the 
map. Instead each Hunter is assigned a secret grid coordinate (i.e. A-1 or D-15). 
The Hunter writes out his Movement and gives it to the Referee on his turn. 


Example: Chopper starts at A-1 and wants to get to C-5. He would 
Write “Start at A-1: Move SouthEast 2 Spaces, East 2 Spaces: 
End at C-5" or "A-1 2SE 2E C-5". 


The Referee, by keeping track of everyone's position, announces when 
Hunters see each other. The best way to do this is to make copies of the small 
handout map for everyone and put each copy into a Polyview. Then use Dry 
erase pens to mark positions on a master map. Hunters place counters on the | 
map whenever they announce their position, when they attack, or when they are 


attacked. If nothing happens the next turn they are again hidden. 


Example: Chopper starts at A-1, he moves to C-5 where he attacks a 
Prey. Because he attacked his counter is placed at C-5. If nothing 
happens next turn he is again hidden. If something does happen 
his counter stays on the board until a turn when he does not 

attack and he isn't attacked by someone else. 


The Fox 


It is recommended that the Fox, as well as all the other criminals, do not 
use the Hidden movement rules. It could become extremely complicated to keep 
track of them. If a Referee so desires a Fox can be given the ability to use Hidden 
Movement (We Strongly Advise Against This). However, a much more interesting 
way of doing it, is to slightly cloak the Fox. ( ie: His counter is not necessarily 
where he is but he is within one square of that.) 


Example: Iron Cross’ counter is at H-10. The real Iron Cross could be 
there or in anyone of the adjoining squares, including H-11, on 
the other side of the wall. 
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Extra Points 


This optional rule allows for one extra way to earn points and one extra 
way to lose points. 


(+500) Issuing a challenge which includes your location 
lf a Hunter is hidden and decides to be a tough guy, he can 
volunteer to place his counter on the map. 
(-500) If Referee has to give your location to spice things up 
If a Hunter has been sneaking around for 3 turns and has not 
shown himself, the Referee can announce his location. This rule is to 
keep people from hiding during the whole game. 


Skill Points 


Give the Hunters all the same number of starting points (i.e. 50 or oe 
This keeps one Hunter from having an advantage over another. 


Less Skill Points- \f the Hunters are getting too tough give them less skill points to 
start with (i.e. 35 or 45 maximum). 

More Skill Points- \f the Hunters aren't tough enough, give them more skill points 
to start with (i.e. 70 or 80 point maximum). 


Division Games 


Change the amount of starting money either up or down. The game is 
currently set at Division 15 (15,000 per Hunter). By lowering the game to Division 
10 or less you make the game more challenging. By raising the game to Division 
20 or more you make the Hunters more gratuitous. Be sure to adjust the Foxes 
accordingly. 


Pregame Points 

Reward your Hunter's pregame creativity with points. For example if a 
character asks to have a gun camera tied into the network let him have it, and give 
him an extra 500 or so points. Other examples include sponsors, helmet cameras, 
etc. Originality is the key to deciding how many points to award. 
Points Leader 

Announce that the points leader at the end of the turn will be worth 
double points for the next round. This really gets the action going. Be sure to give 
lots of points out that round. 
Coward Points 

lf a Hunter loses points because he ran away from a fight give them to the 
guy he ran away from. E.g. Chopper runs away from Torch, loosing 500 pts Torch 
would then get 500 pts for chasing him away. 
Wall Climbers 


Allow the Hunters to climb over or throw things over the walls. 
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Limited Ammo 

Limit the amount of ammo Hunters can take into THE HUNT (75 rnds per 
weapon is a good number). This encourages them to use their rusty old melee 
weapons. | 
No Explosives 


You may learn that explosives can be pretty messy, so don't let Hunters 
have them. After all explosives are so impersonal. 


Limited Explosives 

Limit all the Hunters to a 3 or 4 grenade maximum. 
Melee Only 

Don't allow the Hunters to attack each other, except with melee 
weapons, before a certain time. ff the game is going from 6 to Midnight, don't let 
the Hunters use their guns on each other until after 10. This pretty much gets rid 
of the “dead in one turn” problem. 
Survivors 

Let survivors play in the next game. They can use their winnings to buy 
new equipment and get medical treatment. This can make the game really 
competitive. Good luck making it past two games. 
Tournament 


Hold a Hunt for Hunter's that have survived at least one Hunt. Be sure to 
let them spend their cash before going in. 


Buy Attributes and Skills 

Let Hunters increase their Attributes and skills by paying for training. 
$1,000 times the next level. E.g. Chopper has an 8 Dodge, to buy a 9 would cost 
him $9,000 to get a 10 would cost him $19,000 (9,000 + 10,000). 
Medical Treatment 

Make surviving Hunters pay $1,000 per attribute negative they took. E.g. 
Chopper wins the game but he took a -3 Dodge wound, it would cost him $3,000 
to be fit to fight again. 
Loss of Will 


Every time a Hunter takes negatives to an attribute subtract 1 from his Will 
power. This can represent the growing amount of pain. 


Hunt the Hunters 


Let the Hunters try being the prey. See just how well they do in the 
maze. 
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Personalized Foxes 


Let someone else run the Fox for you, as if it were their character. Be 
forewarned that if you do this there is no way for you to modify the damage done 
by the fox. This is not recommended for use with Iron Cross. 


Multiple Foxes 
Have more than one fox in the maze at a time. Since the foxes are pretty 


tough it is a good idea to have a lot of guys to hunt them down. This option will 
most likely be one of the bloodiest games your group has ever played. 


"You wont even make 
good fertilizer.” - 
Stalker. 
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COMBAT ORDER 


1) Declare Target 8) Roll Location 
2) Choose Weapon ~—_— 9) Subtract Armor 

3) Consider Modifiers 10) Check Size VS. Damage 
4) Roll an Attack 11) Roll Will Power 

5) Consider Modifiers 12) Note Damage 

6) Roll a Defense 13) Award Points 

7) Roll Damage 


RANGE CHART (Maximums measured in squares) 
PtBlank Short Medium Long Extreme 


Brawling 1 N/A NA NWA N/A 

Melee 1 2 N/A N/A NA 

Bows 1 4 8 16 17+ 

Pistol 1 4 8 16 17+ 

Shotgun 1 3 6 12 13+ 

Mini Gun 1 5 10 20 21+ 
1 8 16 


ATTACK MODIFIERS DODGE MODIFIERS 


Point Blank = +2 Defender is Surprised = -2 

Short = +1 Defender has 1/2 Cover = +1 
Medium = -- Dodging a Grenade = -5 

Long = -1 

Extreme = -2 Attacker Modifier 

Firing Full Auto = +2 

Firing Burst = +1 Hit Locations 

Firing Single = -- (1) Head (4) Lft Arm 
Attacker Just Ran = -1 (2) Chest (5) Rt Leg 


Extra Targets = -1 each (3) Rt Arm (6) Lft Leg 
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DAMAGE SIZE 2-3 


Carefull! You 
see blood. 


That hurt. You 
could see him 
grimace 


ie 


4-5 | thingimponan 
-1 Init. 
6-7 | wm 


He's face 
down in the 
turf 


New realm in 
pain. -1 Will, 
-2 Init. 


7 
— 
swomdtc 
soacundly 


Blood spews 
out. -2 Will, -2 
Dodge. 


weil 
Me 
sil 
GO 


I've had worse. 
-3 Move, -3 
Dodge. 


— 
rh 
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Stick a fork in 
him- he's 

done. 
Send out a 


search party 
for his guts. 
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You painted 
the wails with 
him. 

Huge holes & 
lots of blood. 


Don't you 
think you over 
did it?! 


Nice shot! 
-1 Dodge 


Shot spins him 


in circle. 
-1 Init. 


-2 Dodge. 


Bones go 
crunch. -2 
Move, -1 Init. 


Priest gives 


Size. 


too great- 
Game Over. 


What an ugly 


mess! 


of this poor 
fool! 


He drops to 1 
knee in pain. 


last rights. -3 


The wound is 


Hope you like 
your meat rare! 


Not much left | Nice shootin’ 


there Tex. 


the crowd 
booed. 


You hit his 
armor. 


That sure 


Looks bad. 
-1 Move. 


A deep wound 


is opened. -2 
Init. 


Blood is every- 


where. -1 


move,-1Dodge 


Blood & guts. 


-2 Init, -2 Size. 


See white 
lights. -3 Will, 
-3 Dodge. 


He gasps one 
last breath, 
then dies. 


Glue! | need 
lots of glue! 


Try a ziploc 
bag. 


woke him up! 


Not much left. 


He's had 

worse paper 

cuts! 
Now you have 
his undivided 
attention. 


He sure felt 


that. -1 Dodge 


Ligaments are 
torn. -1 Size. 


Blood covers 
the floor. -2 
Move. 


The end is 
near. -1 Will 
-2 Dodge. 


Lose a turn 
from the pain. 
-2 Init. 


Not much 
hope left. -3 
Size, -3Dod 


Going, going, 
gone! 


Leave some 


for everybody 


else! 
He's cried 


mommy for the 


last time. 


Note: Head (1)=+10, Chest (2)=+5; Willpower & First Aid:-1 =(skill),-2=(skill-3), & -3=(skill-6) 


Did you hear 
something? 


Go away kid, 
you bother 


Right, I'll do 
you for that. 


scratched his 
armor. 


It's only a flesh 
wound. 


the crowd 
fainted. 


Blood runs 
from a clean 
cut. 


Nice dent but 
no blood. 


Oww! That He heard bells 
must have ring after that 
hurt! -4 Wiil. shot. 


That ought to 
slow him 
down. -1 Move 


Sightly dazed 
from the 
impact. 


Blood soaks 
clothes. -2 
Dodge. 
Blood is 
pooling . -1 
Size, -2 Will. 


Bone chips fly 
from the 
wound. 


Muscles fall 


apart. -1 Move, 
-2 Dodge 


Bones shatter. 
-2 Move, -2 
Will. 


Near death. -2 
Dodge, -2 Init, 
-2 Size 


Hit major 
muscles. -3 
Move, -3 Size 


Ooh yuck! 
He's toast! 


Take some 
points-this guy 
is history! 


THE ULTIMATE ARENA SPORT 
HUNTER PORTFOLIO 


PROFILE 


[HEAD] CHEST[L ARMIR.ARM| LLEGIR.LEG| 


i atone 
DAMAGE/COS 


ARMOR i 


FULL AUTO: +2 


RENA 
ATTACKER: 
-2 BURST:+1 
JUST RAN:=-1 SINGLE:0 | ARMOR: 


1991 MAVERICK GAMES 


Sh 


aubcede f 


7 UN gt MD ko 


You're a player in the world's newest sport: You're a 


|| Hunter. As a Hunter, you will have to battle in the heart of 
|| @ maze filled with hardened criminals and other dregs of 
society. This however, is only the beginning of your 
troubles. Your worst adversaries are the other Hunters, 
|| who may seem to be allies at first, because you share a 
|} common goal: SURVIVAL. But when THE HUNT begins 
| and one of them walks into the sights of your assault 
=m |; cannon, the 5000 points you'll get for him will make you _}| 
|| forget you ever knew him. And don't think that he wouldn't || 


|| do the same to you. 
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Note From The 
President 


Hello again. Welcome to another installment of THE HUNT. OVER- 
TIME is devoted to enhancing your enjoyment of THE HUNT. Being 
a gamer myself I have bought more than my share of supplements in 
the past and I’ve always felt that investing in supplements is risky 
because each supplement tends to be about one thing (i.e. equipment, 
bad guys, anew plot line, background, etc.). If the topic interests you 
then it was a good deal, but if you couldn’t care less about the society 
of killer clowns that is plotting to take over the world, you just lost 
some hard earned money. Since we at Maverick Games want all of our 
customers to be happy (and therefore make a lot of money), we have 
put a little bit of everything into this supplement. Within these sacred 
covers you will find: new foxes, new equipment, helpful hints, more 
background information, and other odds and ends. Future supple- 
ments will follow roughly the same guidelines (unless of course 
nobody buys this one!!). 


I bet that you’re eager to start reading so I'd better sign off. May your 
aim always be true and your clip never empty. 


Leo “Maverick” Normington Jr. 
President, Maverick Games Co. 


P.S. 
Everything in this supplement is subject to the Referee’s approval. 


These are simply ideas to enhance your game. If you don’t like it don’t 
use it. Remember, the whole purpose of THE HUNT is to have fun. 
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Assassin’s Story 


Errata 


Nobody’s perfectand we 
certainly are no excep- 
tion to the rule. It seems 
that we made a few mis- 
takes or omissions in the 
original rules. Hopefully 
the following informa- 
tion will clear things up 
for you. 


ARMOR RULES 
RE-EXPLAINED 
You can wear as much 
armor as you can afford, 
but a maximum of 30 
points can apply to any 
attack. The advantage 
then to wearing more 
than 30 points of armor 
is that if you’re shot and 
your armor value goes 
down you would still 
have 30 points to protect 
you from thenext attack. 


Example 
The Surgeon has 45 
points of armor on 
all locations. If he is 
shot in the arm for 
35 points 5 would 
get through because 
the max he can use 
against an attack is 
30. However if he 
was shot in the same 
arm again later, he 
would still get 30 
(His armor is now 
43) points of de- 
fense. 


cont'd page 6 


Equipment 


DRUGS (2 X effect 1.5 X cost) 


Arnie +2 Size $1125 
Be Healed +2 First Aid $1125 
Damn Fast +2 Init $ 750 
Ginsu +2 Melee $ 750 
Iron Fist +2 Brawling $1200 
I See You +2 Perception $ 525 
Johnson Juice +2 Move $ 750 
Not Even Close +2 Dodge $1500 
Real Man +2 Crowd Appeal $1200 
Run Away +2 Intimidate $ 600 
POISONS 


If a poisoned attack penetrates armor and the defender fails a Will - 6 
roll he suffers the poison’s effect for two full turns. 


Deflate -2 Size $1000 
Don’t Go -2 Move $ 750 
Insecurity -2 Will $ 750 
Slowdown -2 Init $ 500 
Standstill -2 Dodge | $1000 


NOTE: Poisons can ONLY be used with melee, archery and 
brawling weapons — NOT with bullets. It takes an 
action to coat a weapon with poison. 


BOOSTER ADD ONS (Can only add to existing cybernetics — 
Maximum of 3 Add ons per cybernetic booster.) 


Adrenal Add +1 Init $1000 

Danger Add +1 Dodge $1500 

Health Add +1 First Aid $1600 

Pain Add +1 Will Power $1250 

WEAPONS & ARMOR 

Assault Cannon 16d6 $12000 Min. Size 10, +4 Rifle, 
No aiming, 100rnds/shot 

Assassin’s Blade 10d6 $ 6000 +2 Melee 

Assassin’s Bow 6d6 $ 3900 © +2 Archery 

Brawler 8d6 $ 6500 +2 Brawling 

Gatling Arm 12d6 $ 5000 +1 Rifle 

Hitech Armor 30pts $10000 Non-Ablative, 
No Dodge minuses 

Hunt Rocket 20d6 $10000 3" radius 

Sniper Rifle 16d6 $ 7500 +2 Rifle, single shot only 


NOTE: The Hunt Rocket requires three actions to use: 1) pull 
apart 2)aim 3) fire. The weapon can only be fired once 
and then it is useless. 


AMMUNITION FOR WEAPONS 


Assault Cannon Drum of 500 $2000 
Assassin’s Bow 10 Arrows $ 50 
Gatling Arm 200 Rnds $ 500 
Hunt Rocket Buy a new one! N/A 
Sniper Rifle Box of 25 $ 500 
Wrist Rocket Reloads 1 Rocket $ 500 


NOTE: The Assault Cannon, the Gatling Arm, and the 
Sniper Rifle can use Armor Piercing Rounds at the 
usual 5 times cost. 


ARMOR BUSTER AMMUNITION 

Normal ammunition causes armor to be reduced by 1 for a hit and by 
2 for penetration. Armor Buster Ammo reduces armor by 3 for a hit 
and by 6 every time the armor is penetrated. There are, however, two 
catches. Only pistols can use AB ammo and Hitech Armor looses 2 for 
a hit and 4 for penetration. AB Ammo costs 5 times regular pistol 
ammo. 


NOTE: Pistol ammo can be both AP & AB at 10 times cost. 


SKILL CHIPS 

For a cost of $1500 per skill point you can buy these chips to a 
maximum level of 5. The chips can add to already existing skills toa 
maximum of 12. 


Example 
Bob can buy a new First Aid skill at 5, or add 5 toa 
+4 skill he already has, giving hima +9 total. 


STUFF UNDER $100 

Ball Bearings (12) $ 3 
Bandanna $5 
Baseball Cap $ 8 
Bottled Water $ 4 
Bubble Gum $ 3 
Chalk Eraser $1 
Condoms (6 Pack) $5 
Cowboy Hat $25 
Cream Pie $ 3 
Deck of Cards $ 3 
Dental Kit $75 
Diskettes (10) $10 
Dress Pants $36 
Dress Shirt $23 
Frisbee $ 5 
Fruit or Vegetable $ 1 
Gunbelt | $15 


Hair Spray $ 7 


Errata 
cont'd 


FIELD OF FIRE 
Hunters are assumed to 
have a 180 degree field 
of vision while in THE 
HUNT. Although this 
seems a little absurd it is 
an easy rule to remem- 
ber and use. Basically a 
Hunter can shoot at ev- 
erything in front of him, 
as long as you consider 
the appropriate nega- 
tives and there are no 
walls in the way. 


CONCUSSION 
GRENADES 
Successfully dodging a 
concussion grenade 
causes the target to loose 
an action instead of their 
whole turn. The damage 
of the attack is also 
halved if the dodge is 
successful. If a Hunter 
looses a turn or action, 
he can still Dodge. 
cont'd 


No! No!! No! The 
object was to avoid 
the bullets! 


Hand Held Game $75 
Game Cartridges $25 
JellHo Wrestling Quarterly $5 


Lawn Darts 


See Note in description 


Leather Biker Jacket $95 


Liter of Soda 
Lunch Pail 
Pen 

Pencil 


Pocket Calculator 


Police Whistle 
Remote Camera 


Remote Control Car 


Ruler 

Saddle Bags 
Scissors 
Seltzer Bottle 


Six pack of Ripped Beer 


Spray Paint 
Spurs 

Staple Gun 
Straight Razor 
Street map 


Stud Puppy Magazine 


Subscription to 


Guts & Glory Newsletter 


Thermos 


Underwater Camera 


Watch 
Whiteout 


Woman’s Handbag 
3' x 4' National Flag 
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Descriptions of New 
Equipment 


DRUGS 
Arnie 


Be Healed 


Damn Fast 
Ginsu 


Iron Fist 


I See You 


Adrenaline flowing through your body increases 
your resistance to damage. 

As your blood clots quicker, you havea better chance 
of stopping the effects of damage. 

This drug speeds up your metabolism. 

Your weapons move quicker and your aim is ap- 
proved as you become one with your weapon. 
Your brawling becomes second nature and you are 
able to act quicker. 

All your senses are opened up and very little escapes 
your notice. 


Johnson Juice Very popular with Canadian athletes, this drug helps 
you run faster. 

Not Even Close Allows you to tap into your sixth sense so that you 
can feel the attack coming. 

Real Man As your body relaxes, the crowd perceives you as 
being cool headed. 

Run Away The drug creates aJeckyl and Hyde syndrome where 
you become so hideous people are afraid of you. 


POISONS 

Deflate The victims strength is sapped from them. 
Don’t Go This poison causes paralysis in the legs. 
Insecurity A psycho active poison, it plays with ones mind. 
Slowdown This poison causes a general paralysis. 
Standstill The victim’s reactions are dulled considerably. 
BOOSTER ADD ONS 


Adrenal Add You're able to act quicker. This add on increases the 
effectiveness of the Adrenal Boost. 

Danger Add _—__ Allows you to react to danger quicker. This add on 
increases the effectiveness of the Danger Boost. 


Health Add Enhancements to Internal Health cells allows you to 
heal quicker. 
Pain Add By routing your pain sensors through this device 


you are able to ignore a great deal of pain. 


WEAPONS & ARMOR 

Assault Cannon 

This weapon is the epitome of the lots of bang for your buck. Able to 
cut down small rain forests in a matter of seconds the Assault Cannon 
is great for THE HUNT. Unfortunately, the weapon goes through 
ammo like a hot knife through butter and accuracy is an impossibility. 
Rifle skill is used with this weapon. 


Assassin’s Blade 

Based on the weapon employed by the Assassin, this sword is almost 
as dangerous as the battle rifles used by other Hunters. Melee Weap- 
ons skill is used with this weapon. 


Assassin’s Bow 

Likewise based on a weapon used by the Assassin, this bow is deadly 
accurate and has enough power to punch through most armor. 
Archery is the skill needed for this weapon. 


The Brawler 

For Hunters with a little less class there’s the Brawler, made after Big 
Jake’s glove. This monstrous glove is by far the most devastating close 
attack weapon. Brawling is the skill needed. 


Errata 
cont'd 


EYES 
You can only have one 
cyber eye per eye socket. 


Example 
Chopper’s Right eye 
is a Target Eye and 
his Left eye isa Sight 
Eye. Chopper can- 
not add anything 
else to his eyes. 


WRIST ROCKET 
RELOADS 

So you bought the wrist 
rocket option and now 
you want extra shots. 
Well, it’s going to cost 
you $500 each and take 
an action to reload. 


Gatling Arm 
This cyber arm is great at parties and in general a lot of fun. Rifle skill 
allows you to use this weapon. 


Hitech Armor 

If money is noobject this armor could be perfect for you. The extremely 
secretive alloys (A.K.A. Unbelievium) are used to make the armor 
near weightless and near impossible to ablate. 


Hunt Rocket 

This a one shot weapon. However, whatever it hits is almost guaran- 
teed to disappear. The huge disadvantages to this weapon are its price 
tag and the amount of time needed to fire it. The Hunt Rocket uses the 
Rifle skill. 


Sniper Rifle 

This is a really big rifle that could drop an elephant. Although the 
weapon is not good to hose large groups, it is good for taking out one 
guy at a time. Use Rifle skill with this weapon. 


Under $100 Bucks 

Ball Bearings Little metal balls. 

Bandanna Worn by bank robbers in the old west and 
gang members in the new west. 

Baseball Cap With your favorite team or corporate sponsor 
logo on it. 

Bottled Water For sensitive Hunters. 

Bubble Gum Better than cigarettes. 

Chalk Eraser If you’re real good I might let you clap two 
together and get Lung Cancer. 

Condoms For responsible Hunters. 

Cowboy Hat Comes in white or black. 

Cream Pie A cream pie like clowns use. 

Deck of Cards Know when to hold them, know when to fold 
them. 

Dental Kit All the stuff needed to yank out gold fillings 
and provide general pain. 

Diskettes (10) Crude form of throwing stars. 

Dress Shirt To look good doing it. 

Dress Pants To look good doing it. 

Frisbee A flying saucer. 

Fruit or Vegetable You sicko, don’t even think about it. 

Gunbelt To hold your gun and your pants. 

Hair Spray For Hunters that care about their looks. 

Hand Held Game Every kid has to have one. 

Game Cartridges What you have to have in order to use your 
game. 

Lawn Darts (Sorry, these have been outlawed.) 

Liter of Soda In case you get thirsty. 

Leather Biker Jacket | Ajacket witha picture of an eagle or abuxom 


babe on it. 


Lunch Pail 


JellHo Wrestling Mag 


Pen 


To carry your lunch in. 

A true literary classic. 

Those things you weren’t allowed to use in 
high school. 


Pencil Those things you were supposed to take with 
you to school. 

Pocket Calculator Device that helps you figure out your kill to 
ammo ratio. 

Police Whistle In case you're being dice raped. 


Remote Camera 


Remote Control Car 


A video camera about the size of a hand that 
can relay video up to 10 squares away. 

A child’s toy that could be a lot of fun 
(Movement = 10). 


Ruler What the nun used to hit you with. 

Saddle Bags In case you come across any wild broncos. 

Seltzer Bottle Water bottle with a nozzle on it. 

Scissors Something the Rabbi used. 

Six Ripped Beers When Drunk just isn’t enough. 

Spray Paint For the creative Hunter. 

Spurs For cowboys and fun seekers alike. 

Staple Gun Be creative. 

Straight Razor For a really close shave. 

Street map So you don’t get lost. 

Stud Puppy Magazine The ultimate in sleazy magazines. 

Guts & Glory Winner of the Pulitzer prize5 decadesrunning 
(NOT!!!). 

Thermos To keep your drink warm. 


Underwater Camera 


Perfect gift for the Hunter who has every- 
thing. 


Watch So you know how much longer you have to 
survive. 

Whiteout Inexpensive drug. 

Woman’s Handbag _Inanother gamesystem this would be known 


3' x 4’ National Flag 


as a portable hole. 
Any country you want. 


Futuristic Technology 


THE HUNT is constantly looking for new technologies to add to the 
overall enjoyment of the sport. It just so happens that such a technol- 
ogy has been perfected to the point where they are willing to use it. 
This technology is known as FORCE FIELDS. Extreme amounts of 
energy are projected into a field around the wearer who is then 
protected from harm, at least in theory. 


Since Force Fields are still experimental, problems with armor have 
not been completely worked out. It appears that the fields only work 


when used with Ceramic Plate. For some reason the metals usedinthe | 


other armors render the Force Fields inoperable. There are six levels 
of Force Fields, each having unique properties and costs. 


Full auto, the gift that 
keeps on giving! 


LEVEL COST EFFECT 

$ 1,000 Remove all ones rolled 
$ 4,000 Remove all twos rolled 
$ 9,000 Remove all threes rolled 
$16,000 Remove all fours rolled 
$25,000 Remove all fives rolled 
$36,000 Remove all sixes rolled 


OOP WON Re 


Force Fields act as additional protection, but unlike armor the amount 
of help they provide varies with each attack. 


Example 
If you own a level 4 Force Field and you are attacked 
by a M-16, any fours that are rolled against you are 
not counted. You could get really lucky and have the 
guy roll all fours or you might get screwed when he 
rolls no fours at all. 


Force Fields can only remove one type of die and they cannot be used 
together. 


Example 
A Hunter witha level 4 Force Field is attacked and the 
damage roll is all threes. He cannot use the level 4 to 
remove threes. Likewise he cannot wear a level 4and 
a level 3 in an attempt to remove both threes and 
fours. 


One other weakness of Force Fields is that hand to hand attacks (any 
attack using brawling skill or melee weapons skill) are not affected by 
them. 


Example 
The same Hunter is still wearing his level 4 Force 
Field when he is attacked by a Battle Glove. The 
damage is all fours and he gets all excited, but since 
it is ahand to hand attack, the force field doesn’t stop 
any of it. 


In short, Force Fields are a real craps game where they either help you 
win big or they have no effect what so ever. 


For The Record 


The world of sports has provided jobs for more than just athletes and 
grounds keepers. The sporting world also employs a large staff of 
statisticians. It is these unsung few who come up with those totally 
useless pieces of information during the most critical moments in the 
game. To help assist all the youngsters out there that aspire to one day 
be HUNT stat masters, here’s a run down on some of the juicer stats 


from the play testers. 


Fastest Death: 

Fastest Kill: 

Strangest Character Idea: 
Most Creative Use of Prey: 
Most Creative Introduction: 
Evilest Character Idea: 
Noblest Death: 


Most Hunter Deaths at once: 


Most Points in a Game: 
Best Introductions: 

Most Games Survived: 
Best Witty Comments: 
Best Macho Action: 

Most Creative with Rules: 
Best Use of a Held Action: 
Cheapest Victory: 

Best Damage Absorption: 


Dave “What was that?” Swager 

Ron “Hi Dave” Bianco 

Wayne “The Accountant” Stone 

Rob “You’re coming with me” Miles 
Dave “I was bored” Swager 

Steve “Iron Cross” Gomez 

Ray “Kiss Me” Parrish 

Steve “Boom Boom” Gomez 

Ron “Here Prey” Bianco 

Any child under age 12 

Steve “My ears aren't cyber” Gomez 
Ray “Take that” Parrish 

Dave “Ride’m Cowboy” Swager 

Rob “It doesn’t say you can’t” Miles 
Ed “Is it open season yet?” Golden 
Glen “Where did everybody go?” Gorham 
Chris “T dare you to knock it off” Juris 


What are your groups records? Send them to us. 


Maverick Games 
4060 Williams Rd. #3 
San Jose, CA 95117 
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If you’re going to be 
dumb enough to shoot 
at me, you had better 
kill me. 


| told you, you should 
have killed me! 


3-D PREY & GAME 

It has come to the atten- 
tion of management 
that certain play testers 
were dissatisfied were 
our “flimsy two dimen- 
sional counters.” So af- 
ter kicking the crap out 
of them, we felt it would 
be appropriate to sug- 
gest the use of army 


men for prey and game. 
Not only does this add 
anew dimension to the 
game it also gives you 
an excuse to go buy a 
bunch of really cool 
army dudes. 


You’re almost too 
ugly to kill. 


Optional Rules 


ANDROIDS 

Some avid Hunters have suggested that humans just aren’t tough 
enough competition. So if you’re one of those tough guys try your 
hand against Androids. Androids should be the equivalent of Hunters 
pumped full of cybernetics. The end result will be devastating killing 
machines. Thus, I don’t suggest allowing more than a couple of these 
bad boys in the maze at a time and they should be worth 10,000+ 
points. The idea of hunting anything other than criminals does tend to 
detract from the premise of the game, but as long asit’s fun, who cares. 


ANIMALS 

Not necessarily something I would use, but enough people have 
suggested it that I thought I should include it in here. So here it goes. 
Rather than just having humans to shoot at why not include real (or 
robotic) animals to shoot at? A typical creature might be a Dog (Dodge 
10, Size 6, Move 15, Melee 8). The dog’s weapon would be his teeth 
doing 4d6 AP. Other creatures could include Lions and Tigers and 
Bears, oh my. Point values should reflect how difficult the animal is to 
kill and how much of a threat it possess (i.e. a dog = 250, a lion = 1000). 


ARMOR PIERCING PISTOLS 

It has been suggested that Pistols are rather whimpy and useless 
against other Hunters. To eliminate this problem only allow pistols to 
use Armor Piercing rounds. 


BONUS PREY 

I’ve noticed in my games that the players kill off the game because of 
their point value and only kill prey if they happen to get in the way. 
As a way to make Prey look more promising, choose one of the Prey 
at the beginning of the game to be worth an additional 20,000 points, 
but don’t tell them which one it is. I guarantee that the Hunters will go 
after every last Prey until they get the points. Alternately you could 
pick four or five Prey to be worth 5,000 or 4,000 points each.. 


CLONES 

As veteran players may have noticed, the life expectancy of a Hunter 
is at most two or three games. Allowing Hunters to Clone themselves 
allows them to “back up” their character and spend a lot of money 
doing it. Stats, skills, and character idea can be cloned but equipment 
cannot. The cost of cloning should be $10,000 x the number of games 
survived. This option also saves players from coming up with new 
character ideas and it allows for foxes to serve multiple life sentences. 


FRIENDS 
This works best with a lot of players. Individuals gang up to form 
teams of two. All the points the players make go to their team’s coffer 


until one is killed or they “break” the team. If one player dissolves the 
partnership the points are split evenly between them. If one player 
dies, regardless of who kills him, the surviving partner gets the total 
amount of points - 10,000. Once out of a team, a player can gang up 
with any other free agent and start a new team. This optional rule 
encourages team effort as well as a healthy dose of paranoia. 


GINSU MELEE WEAPONS 

As it stands melee weapons do limited damage against Hunters. 
However, if you consider melee weapons to be Armor Piercing your 
players might start buying melee weapons. 


HIDDEN FOX 

Just when you thought it was safe to gun down prey. At the beginning 
of the game pick a prey or game animal on the board to secretly be one 
of your favorite foxes. This option will make the players extremely 
nervous and force them to think before they go charging into a group 
of prey. 


HOLIDAY FOXES 

It has been suggested that certain holidays would produce special 
foxes to fight in THE HUNT. Some examples would include; Christ- 
mas = Satan Claus, Easter = Rabid Rabbit, fourth of July = Firecracker, 
Memorial Day = The Soldier, and Labor Day = Hammer & Sickle. 
Although we agree with this idea in concept, we couldn’t stop laugh- 
ing long enough to make up actual foxes so I’m afraid we will have to 
leave it up to you. 


MULTI TEAM BRAWL OUT 

This is a good option for those times when you don’t have enough 
players for a full game. Each player gets a team of 3-5 Hunters and 
battles it out with the other players’ teams until only one team is left 
on the board. This option is generally best with three or four, but can 
be played with only two teams. 


NO FIREARMS 

Just what is says, no one is allowed in the maze with any kind of 
firearm or explosive. This is most effective when you also limit the 
amount of armor players can wear. The game promises to be a bloody 
one but it may take a lot longer to kill each other off. 


PRESET TRAPS 

Before the game starts write down the locations of a dozen or so traps 
ranging from nets to plastique. When a Hunter passes through the 
trapped area make them check against perception in order to see it 
before its to late. If they fail the perception, give them the damage. For 
the ease of keeping track only allow the traps to effect Hunters. This 
optional rule should keep the Hunters guessing and add a little 
paranoia on the side. 


Incoming fire has the 
right-of-way. 


PREY TACTICS 

To make things a little 
bit tougher, let the game 
animals work together. 
The best combination is 
Bears with Wolves. The 
Wolves can throw con- 
cussion grenades and the 
Bears can open fire with- 
out fear of the Hunter 
shooting back (seeing 


that they'll loose at least 
one action). 


LOOTING 

There seem to be several 
Hunters out there that 
enjoy looting the bodies 
of the dead. If someone 
in your game is one of 
these sickos, tell them it 
will cost them 1 action 
per body. 


ENERGY COSTS 
Everybody has to buy 
ammo except lasers, 
flame throwers and stun- 
ners. If this doesn’t seem 
fair to you, charge them 
$250 for a full supply of 
energy at the beginning 
of every game. 


RELOADING 

It is up to the referee as to whether reloading a weapon (other than 
crossbow and bow) takes an action. The rules imply that it is a zero 
action but the final decision is up to the referee. 


SPENDING BIG BUCKS 

If a Hunter has won several games, he might start running out of 
things to spend his money on. Here are some possible ways to extract 
that pesky player’s money: 1) Sponsor another Hunter — By putting 
down $15,000 the Veteran can buy himself a new Hunter. With the 
Veteran asa patron who knows how far the new Hunter can go. 2) Buy 
slaves - Although the law says slavery is illegal, everybody has a price, 
all you have to dois find it. The Hunter can buy either a Pleasure slave 
or a Work slave, both types should cost between $5,000 and $20,000. 
With your permission the Hunter could even take the slave into the 
maze with him, unarmored of course. 3) Buy material goods — The 
Hunter may get bored of living in THE BARRACKS, so let them buy 
an apartment, cars, nice clothes, and other expensive items. Although 
the items will not do anything for the Hunter in the arena, it could add 
to his image. 4) Hire followers —- A popular Hunter will need people to 
schedule things, plan things, write things, pick out clothes and ar- 
range transportation. Let the Hunter hire a speech writer, a Public 
Relations person, a body guard, a personal driver or maybe a tailor. In 
the end the Player will end up spending money and adding depth to 
his character. 


TAG TEAM 

Every player is given $30,000 to spend on two Hunters. All Hunters 
are placed in the maze and the team that has the most points at the end 
wins the game. There are no set rules on how the money has to be 
divided between the two Hunters. This option should crank out some 
rather interesting teams. 


TWO ATTACKS 

Iam constantly asked why a Hunter can not shoot twice in one turn. 
My original reason (other then to stop grossness) was because it is 
difficult to focus two attacks in a matter of seconds. However, as a 
compromise, you may allow your players to attack twice with the 
same weapon if they buy the weapon skill twice. In game terms they 
would have Pistol(1) at 8 and Pistol(2) at 6. Pistol(2) would be their 
second shot chance. Each attack would still take an action. 


Example 
For his first action Soldier shoots at Dodger and 
misses. For his second action he can shoot again only 
if he has the skill again. 


This optional rule does not allow you to throw a grenade and then 
shoot or similar such things. Both attacks must be made with the same 
weapon and you must have the skill twice. 


The Hunt In Your 
Campaign World 


THE HUNT was designed with a good time in mind. As I said in the 
original rules, luse THE HUNT asa break from my regular campaign. 
Although THE HUNT itself is not a role-play intensive game, the 
premise can provide a great deal of role-play for your other cam- 
paigns. The next several pages include lots of background information 
that you could use as a part of your current campaigns or just as some 
light reading. 


The Hunt Corporation 


THE HUNT has become a portal for Hunters to go from poverty to 
riches. The public at large has become enthralled with the adventures 
of the Hunters. To the world the Hunters have become heroes and a 
ray of hope to all the people being crushed by the weight of corpora- 
tions. 

Of course this hope is the ultimate irony of THE HUNT, all the people 
that support THE HUNT are in fact supporting THE HUNT Corpora- 
tion. In an attempt to escape the power of corporations the public is 
giving THE HUNT Corp. increased power. This irony has made THE 
HUNT an extremely profitable business. The company has many 
inventive ways to milk the public of money. Some of these are: ticket 
sales, cable subscriptions, advertising, memorabilia sales, Hunter 
application fees, money received from the federal government for the 
“care” of prisoners and the sale of human organs (everybody gets out 
of THE HUNT one way or another). So the next time you think you're 
escaping from the corporate world, take another look around. 


HUNTING PIRATES 

As with any hugely successful enterprise, THE HUNT has attracted 
several aspiring illegal entrepreneurs. These young professionals 
have cut into the corporations profit by selling knock off memorabilia, 
producing counterfeit tickets, and illegally hooking themselves up to 
THE HUNT cable network. At first THE HUNT Corporation consid- 
ered these individuals to be insignificant and the damage they did too 
minor to justify corrective measures. However, as THE HUNT has 
grown in popularity so too has the network of HUNT pirates. Finally, 
frustrated by an inability to curb the creative liberties being taken by 
the pirates, the corporate board decided to set up a special operations 
team known as the Seekers. 

The Seekers’ charter directs them to “find and dismantle all businesses 
counter productive to THE HUNT Corporations workings.” This 
broad charter allows the team a great deal of latitude. Made up of 


Why don’t you boys go 
home for some milk 
and cookies? 


The easy way is 
always mined. 


Tell me Mr. Owl, how 
many bullets does it 
take to get to the 
middle? 


former, and current, Hunters, as well as Game Animals, the team has 
thus far been very successful in dismantling a number of under- 
ground pirates. Despite its success the team is small and in desperate 
need of additional members. The pay is good (not as good as THE 
HUNT itself, though) and extremely stable. So if you think you’re 
capable, apply at the corporate offices. 


The Hunt Stadium 
(The Hunting Grounds) 


THE BARRACKS 

The stadium provides military style living quarters for two dozen 
Hunters. At least sixteen Hunters will be living in the Barracks at any 
given time. Eight of the Hunters will be getting ready for Saturday’s 
game and another eight will be getting ready for the next HUNT. The 
remaining eight bunks are dedicated to hunters that have survived at 
least one previous game. Needless to say all twenty four bunks are 
seldom full at once. 


THE KENNEL 

The Kennel is the affectionate name given to the prisoner holding area. 
The area is rather large and includes living cubes, a work out room, 
and a mess hall. The facility is capable of holding 12 foxes, 100 game, 
and 200 prey. Although the prisoners are allowed free movement, 
their collars insure that they will not escape. | 


THE INFIRMARY 

The Infirmary is only available to Hunters and Foxes. The facility can 
only serve ten patients at a time. Those that are allowed inside are 
promised the best in medical technology, for no wound is too great 
and no cybernetic procedure too tricky, as long as no price is too much. 


THE STUDIO 

The Studio is where all of the Hunters tape their introductions and 
where the announcers make their commentary about the game in 
progress. 


THE ARMORY 
All of THE HUNT’s equipment and weapons are stored in the Ar- 
mory. Security is tight, to say the least. 


Becoming a Hunter 


The world is falling to ruins, and only the corporations seem to be 
surviving. The forty year work career is a thing of the past, as less than 
10% of the populace will have enough money saved up to retire. 
People live day to day and if they can’t work they die. THE HUNT 
offers a chance to climb out of the muck, to live. A winner can walk 
away with more in an hour then most families see in several years. The 
chance to make that kind of money is very enticing to a lot of 
individuals and so THE HUNT becomes swarmed with would be 
Hunters. With the large number of applicants the company can afford 
to be picky, for only a certain kind of person can be a Hunter. If you 
think you can here’s what you have to do: 


Candidates have to score a total of 75 points or more in the following 
areas. Each area is worth a maximum of 20 points and a bonus 10 
points is given for every perfect 20 (maximum score = 150). 


1) Application 
Potential Hunters have to pay a $1000 filing fee. Points in this area 
are based on Background (1-15 points) and Ethnic Background (5 
points for women and minorities. Even THE HUNT has quotas). 

2) Physical Aptitude Test 
In this first test the future Hunter does a lot of running, jumping, 
climbing, and dodging. Points in this area are awarded for Size and 
Dodge up to a maximum of 20 points. 

3) Combat Performance Test 
The Hunter gets to choose his weapon and then must run through 
a course and hit all the targets before time runs out. The Combat 
points are based on a Weapon skill and Movement up to a maxi- 
mum of 20 points. 

4) Screen Test 
Experts discuss the Hunter’s persona and check to make sure that 
he looks good in action. Background is worth (1-10) and Crowd 
Appeal is (1-10). 

5) Mental Evaluation 
The counselors evaluate your state of mind to make sure that 
you’re crazy enough to enter THE HUNT. A Hunter’s Willpower 
is worth (2-12) and background (1-10) up to a maximum of 20. 


Now You Are a Hunter 


Now that you’re a Hunter you have a lot of work ahead of you. To 
make things a little easier we’ ve prepared a list of things for you to do. 


1) Move into the Barracks and meet the guys that you are going to 
kill in a week or two. 

2) Use THE HUNT video catalog to buy your equipment. 

3) Sit around and wait for the Armory to bring your equipment. 

4) Go to the infirmary and get all your stuff installed. 


Background is an arbi- 
trary attribute based on 
the details of a Hunter’s 
life story. The more in- 
teresting and creative the 
story is the more points 
that should be awarded. 


5) Practice — a lot. 

6) Go to the Studio and tape your introduction. 

7) Kick some serious butt in THE HUNT. 

8) Either get buried, go back up to step one or take the cash and 
run. 


Sample Introductions 


Scene opens: A large man exits a meat locker with a young man 
popsickled on a hockey stick. The man takes a bite out of the boy and 
grins. 

Scene fades to footage of Olympic and professional hockey clips. 
Robert Quinn “The Kosher Eskimo” Braunstein was an Olympic Gold 
winning archer and a professional hockey goalie known for his 
pacifistic philosophy. When one day, during the NHL all star game, a 
hat trick was scored against him. Something inside him snapped that 
day. He ended up killing the opposing team and eating their star 
forward ( How super do you feel now Mario!). Since then, he has been 
serving time here in THE HUNT. 


Befriended by pygmy transvestite foot fetishist archers, Johnny Bird 
Wing learned the ancient art of woogn-b’doooong-ra-puk! (Shoot and 
then duck before they throw coconuts at us) Johnny now fights in THE 
HUNT as the champion of pygmy transvestite foot fetishist archers 
everywhere. | 


Becoming a Prey, Game or Fox 


Before finding out how to become one of these fine professions 
perhaps we should define what they are. 


Prey 

A criminal with no violent tendencies. Most Prey are white collar 
criminals that have been convicted of such things as embezzlement, 
extortion, fraud or tax evasion (that’s right, tax evasion is a crime 
punishable by death). 


Game Animal 

A criminal convicted of a violent crime or possessing violent person- 
ality traits. Game Animals are the rapists, murderers and armed 
robbers of today’s society. 


Fox 

A sociopath with a history of extremely violent crimes under his belt. 
Foxes are mass murderers, serial killers, cop killers, traitors to their 
country and anybody else who scares the heck out of the general 
populace. 


Justice System 


Now that you know what it is you want to be, you’re going to have to 
go through the Justice System. The Justice System of today is quite a 
bit different from that of any other era. First a crime is committed, then 
a suspect is captured by the police. The suspectis tried, and depending 
on their guilt or innocence they are either released or sentenced. 
Throughout the entire process there is no bail, no appeals, no parole, 
no plea bargaining and absolutely no lawyers. If a person is found 
guilty there are only five possible sentences they can get, they are: 


1) Warning 
The guilty person receives a verbal warning and their records are 
changed to show that they are now an ex-convict. No punishment 
is attached to allow people one mistake in their lives. 

2) Work Camp for 1-10 years 
The convict, under direct supervision, is forced to provide manual 
labor that benefits the overall society. Projects include building 
roads and bridges, fighting forest fires and working on federal 
farms. Convicts can trade this sentence for number 3 below if they 
feel lucky. 

3) Life Sentence 
The prisoner is sent to THE HUNT where he has to compete in one 
game, usually as a Prey, but sometimes as a Game Animal. 

4) Multiple Life Sentences 
The prisoner must compete in multiple HUNTs as a Game Animal 
or possibly as a Fox. 

5) Death 
The criminal has to compete in THE HUNT until they die, no 
matter how long it takes. This punishment makes you a Fox. 


If a criminal lives through their sentence they are set free. However, 
the next time the criminal is convicted of a crime the severity must be 
at least one level higher than the last time they were convicted. 


Example 
Big Jake was sentenced to THE HUNT as a game 
animal and survived. A few months after being 
released he was arrested and again convicted. He is 
now serving multiple life sentences as a Fox. 


@ 
RA 


INTERVIEW WITH 
CHOPPER 


Maverick 

Hello Chopper, thank 
you for being with us to- 
day. 

Chopper 

No problem Maverick, 
anything for the fans. 


M So how did you be- 
come a Hunter? 

C Well, I watched the 
game on TV, and fig- 
ured I could make 
myself some easy 
money. 


What did you do be- 
fore you became a 
Hunter? 

That’s just it man, I 
wasn’t doing any- 
thing. 


So THE HUNT wasa 
way for you to get 
away? 

Yeah, something like 
that. I’vealways been 
a class clown and I 
like playing to 
crowds, so why not 
make some money at 
it. 


M What about all the 
killing? 

C It bothered me at 
first, but everyone in 
there knows the 
risks. 


Day At The Game 


Peanuts! Popcorn! Get your programs here! 


As with any sport, HUNT memorabilia is a huge seller. Popular items 
M Do you think THE || include such things as: 


HUNThasmade you |{ THE HUNT T-SHIRT $ 15.00 
less humane? THE HUNT WARM UP JACKET $150.00 
C Inthemazel’mstone THE HUNT SPORTS BOTTLE $ 5.00 
cold, but outside I THE HUNT PENNANTS . $ 5.00 
spend my time with || THE HUNT CAR DASH PROTECTORS  $ 20.00 
youth groups trying || THE HUNT CHEF’S APRON $ 30.00 
toshowthekidsthey || THE HUNT TRADING CARDS (10) $ 2.50 
can make it too. POSTERS OF THE HUNTERS $ 6.00 
POSTERS OF THE FOXES $ 10.00 

How do you feel|| THE HUNT BEERHAT $ 15.00 
about your chances || THE HUNTSUN VISOR $ 7.00 
of continued suc- THE HUNT SQUIRT GUN $ 35.00 
cess? THE HUNT ACTION FIGURES $ 5.00 


Well I’ve had a 


couple of good|| NOTE: This is a joke, none of these items are available, yet. 
games and I hope 
that I stay lucky. Thinking about taking the family to see THE HUNT? Here’s a run 


down on what to expect: 
Do you think that 


luck is what gives TICKETS (LEGAL) $20 - $2000 EACH 
youtheedge? TICKETS (ILLEGAL) $60 - $6000 EACH 
Itsureas hell doesn’t |} PARKING AT THE STADIUM $10 (Motorcycle) 
hurt, but seriously $15 (Car) 
everybody in the | $20 (Van)/$30 (RV) 
maze is good, soj|| INSURANCE (IN CASEOF BULLETS) $10 PER PERSON 
there must be some-|}_ SEAT CUSHION RENTAL $12 EACH 
thing else that makes JUMBO HOT DOG $5 
you a winner. HOT DOG $ 3 
RIPPED BEER $ 3 

M Well, that’s all the LARGE SODA $5 
time we have, so MEDIUM SODA $4 
good luck and good || sMmALLSODA $ 3 
HUNTING!!! BAG OF PEANUTS $ 3 
Thanks Maverick, BAG OF POPCORN $ 3 
and thank you toall|| OFFICIAL PROGRAM $15 
of my loyal fans that |] [NOFFICIAL PROGRAM $10 


keep the faith. 


An average family of four will spend at least $500 to go see one game, 
assuming they can even get tickets. 


Me 


THE ANNOUNCERS 

Nosporting event would be complete without some annoying people 
to explain to you four times what you just saw. THE HUNT has several 
announcers and what follows is a little information about each. 


MAVERICK 

The winner of the first HUNT, Maverick has been in the maze and 
knows what the guys (and girls) are going through down there. 
Maverick no longer competes, do to an extensive leg injury, but he still 
manages to make a comfortable living off of THE HUNT as an 
announcer. 


COACH 

Coach, in his younger days, worked for THE HUNT Corp. training 
perspective Hunters. The Coach’s expertise of firearms gives him 
endless things to talk about during the game. 


COL. NORTON FEGLMEIR (RET.) 

The Colonel is a retired professor from the Military Institute of 
Strategic Situations (MISS). The Colonel often interrupts the action to 
explain what would be tactically correct in the given situation, unfor- 
tunately the Colonel has absolutely no combat experience. 


MS. HUNT 

Ms. Hunt is a title awarded once every couple of months to a lucky, 
and gorgeous, young woman. Although Ms. Hunt hardly ever has 
anything important to say she does add a lot to the camera shots of the 
announcer’s booth. 


You have to look at life 
through the proper 
perspective — a gun 
sight. 


Never forget that your 
gun was made by the 
lowest bidder. 
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Combat Charts 


Expanded Prey, Game and 
Unlucky Hunter's Death Chart 


Roll 2d6 

2 The maintenance guys just went on strike. 

3 The puddle of brains and blood reminds you of your mother in 

law. 

4 The death is so gruesome they only replay it twice. 

5 He smiles, thinking you missed, and then realizes you didn’t. 
6 Blood erupts forth from his torn body. 

7 The bullets rattle around inside for what seems like forever 


before finally leaving out his eye. 
8 Some of the smaller pieces become air born. Duck!!! 
? Part of his undigested lunch falls to the floor. He had tuna. 
10 —_ His scream is forever encased in his dead gaze. 
11 What's left of his scalp would make an excellent memento. 
12 A perfect image of his form has been etched into the wall. 


(=) litttin 


illl 
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Now It Can Be Told... 
Play Testing Records 


Iron Cross 
Games Played In: 
Games Killed In: 
Hunters Killed: 


Hunters that begged for mercy: 


Hunters that received mercy: 
Favorite Tactic: 

Favorite Weapon: 

Size of Fan Club: 

Size of Hate Club: 

Favorite Food: 


The Surgeon 
Games Played In: 
Games Killed In: 
Hunters Killed: 


Hunters that begged for mercy: 


Hunters that received mercy: 
Favorite Tactic: 

Favorite Weapon: 

Size of Fan Club: 


Size of Hate Club: 
Favorite Food: 
Armsman 

Games Played In: 


Games Survived: 
Hunters Killed: 


Hunters that begged for mercy: 


Hunters that received mercy: 
Favorite Tactic: 

Favorite Weapon: 

Size of Fan Club: 

Favorite Food: 


10 
2 
16 
6 
0, nada, none, zilch 
Hunting down the weakest Hunter 
Laser Rifle 
Over 50,000 
Lots 
Bagels & Lox (NOT!!) 


15 
14 

3 

1 

0 
Going after the female Hunters 
44 Automag 
Over 30,000 loyal fans (Mostly 
Female) 
30,000+ (Mostmarried to the female 
fans) 
Female Hearts 


15 
3 
6 
2 
1 (She was an ex-marine) 
Setting traps 
Explosives 
Over 20,000 (Most are ex-military) 
Wild Berries 


Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 


Stealth 
Melee 
Weapons 
Archery 


Armor 


1 Head 
2 Chest 
3 Rt Arm 
4 Lt Arm 
5 Rt Leg 
6 Lt Leg 


Foxes 


Harumi Kenji 
(A.K.A. The Assassin) 


Born in Osaka Japan, Harumi Kenji was raised to respect and value the 
traditions of her home land. When she was only six, her father was 
accused of stealing company funds. Dishonored and disgraced, her 
father took his own life. The day of his funeral it was announced that 
the money was found and that the cause of its disappearance was a 
simple typing error. With her father dead Harumi was sent to live with 
her Great Uncle at his country farm. The events of those few days 
shaped her destiny. 

Harumi pushed her body to the edge of its capacity while working on 
the farm. She felt that it was her duty to her father not to show 
weakness and not to be controlled by the system. 

At sixteen, ten years after her father’s death, Harumi Kenji disap- 
peared without a trace. Two years later Ken Sato, her father’s accuser 
was murdered at his home. A note pinned to his back read, “For deeds 
unpunished.” Japanese police investigators believe Ken Sato to be the 
first victim of the Assassin. 

Since Ken Sato’s death seven years ago, over thirty five individuals in 
ten countries have been killed by the Assassin. The victims have all 
been high ranking individuals from politicians to corporate leaders. 
The common denominator in the killings is that the victim wronged 
some innocent person. The Assassin is believed to have gained most 
of her information by overhearing someone talk about a person being 
screwed over, then investigating the case herself. 

Harumi Kenji’s motives for being in THE HUNT are unique to any 
other fox. Harumi volunteered to fight in the maze because her 
personal beliefs conflict with the very basis of THE HUNT. It is her 
belief that the prey and game are not all guilty, instead they are pawns 
of the system. Thus, the Hunters are committing horrific crimes 
against innocent people for money and fame. The Assassin is in effect 
a modern day super hero attempting to protect the weak and op- 
pressed. 


COMBAT PROFILE 
Expert with Katana and Bow. Prefers to sneak up on opponents from 
behind. 
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Weapons 


Assassin’s Blade 
10d6 
Assassin’s Bow 
6d6 


Drugs 
1 Ginsu. +2 Melee 
Poisons 


2 Deflate 
-2 Size 
2 Standstill . 
-2 Dodge 
2 Slowdown 
-2 Init 


Equipment 


Internal Armor 
Leather Armor 
Danger Boost 
3 Danger Adds 
Quiver 

40 Arrows 


Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 
Brawling 
Armor* 


1 Head 
2 Chest 
3 Rt Arm 
4 Lt Arm 
5 Rt Leg 
6 Lt Leg 


* = Remember, 30 is 
the most that can be 
applied to any one 
attack. 


Jake Smith 
(A.K.A. Big Jake) 


A hell raiser since his early teens, BIG JAKE is a career criminal. 
Without much hope or desire for a future BIG JAKE has spent most of 
his time moving from city to city. In each new city Jake would hook up 
with a motorcycle gang. Considering Jake’s size and his mean dispo- 
sition, it’s pretty easy to see how he could turn a peaceful bike gang 
into a hellraising police nightmare. However, Jake was just outto have 
a good time so the crimes he committed were limited to assault and 
some damage to private property. Having kept his crimes to mostly 
petty or small time stuff, he managed to not draw the attention of THE 
HUNT. 

Then recently BIG JAKE started to invest his hard earned, not neces- 
sarily by Jake, money. Jake’s investments have been in cybernetics. 
The more cybernetics Jake has bought for himself the more he seems 
to want. This vicious cycle led Jakeon an all out crime spree. This spree 
included grand theft, armed robbery, rape, assault with a deadly 
weapon, and finally murder. When Jake began playing in the big 
league, THE HUNT started to keep a close eye on his progress. 
After his first major arrest THE HUNT recruited BIG JAKE as a Bear 
for an upcoming HUNT. Not only did Jake survive the game, he 
became the first Game animal in history to take out a Hunter and live 
to tell about it. Since he lived through the game Jake was released as 
per the convict arrangement. 
However, it wasn’t long before Jake started buying more cybernetics 
and started to get into even more trouble. When BIG JAKE came up for 
review by THE HUNT staff a second time, we knew it was time for him 
to become a Fox. 


COMBAT PROFILE 

BIGJAKE is very much into the up close and personal form of combat. 
He likes it when he can watch the victims eyes, and maybe even get 
them to beg for their lives before he kills them. 


Weapons 
Brawler 8d6+4d6 
Drugs 


2 Iron Fist 
+2 Brawling 


Poisons 


None 


Equipment 


Internal Armor 
Leather Armor 
Steel Helmet 
Armored Trench 
Cyber Arm 
Muscle Lace 
Cyber Muscle 


Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 


Technical 
Rifle 4+3 
Thrown Weapons 5 


Armor 


1 Head 
2 Chest 
3 Rt Arm 
4 Lt Arm 
5-Rt Leg 
6 Lt Leg 


Eugene Nguyen 
(A.K.A. Hacker) 


Eugene is a different breed of Fox, for Eugene is one of the few Foxes 
to have attended school after the twelfth grade. Eugene had it all; he 


_ was a promising Computer Science student at the local university, he 


was engaged to be married, he had a family who cared about him, and 
he had a modest little company job lined up for himself as soon as he 
got his degree. 

Then he realized what he later referred to as “the potential of (his) 
talents.” Eugene was not content with living a modest life, he wanted 
more, he got greedy. Eugene started planning the scheme of the 
century. Eugene figured he could use his computer to siphon money 
out of banks around the world into his own secret accounts. 

When he was finally caught, by accident, police investigators found 
accounts totaling over one million dollars. Even to these day police are 
unsure if they found all of his hidden money. 

Eugene was sentenced to serve as a Fox in THE HUNT because of the 
size of his crime. When Eugene first arrived at the kennel he was a 
computer programmer but after months of training and conditioning 
he has become the HACKER. 


COMBAT PROFILE 

The HACKER is a unique combination of strength and brains, and is 
not a Fox to be taken lightly. Remember if he does still have money 
hidden out there, he has a lot of motivation to survive. 


Weapons 


AK-47 
12d6 
4 Frag Grenades 
6d6 


Drugs 

None 

Poisons 

None 
Equipment 
Ceramic Plate 
Danger Boost 
Danger Add 
Targeting Scope 
2 Target Eyes 


Laptop Computer 
300 AP Rnds 


Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 


Rifle 


Armor* 


6 Lt Leg 


* Armor is non-ablative 


Jonathan Bowers 
(A.K.A. Hawk) 


The late Admiral Marcus Bowers’ son Jonathan was destined to great 
things. After graduation from the Naval Academy, Jonathan was 
recruited by the Navy special forces. Serving in several covert opera- 
tions, Bowers was repeatedly decorated for his bravery under fire. 
Two years after joining the SEALS the intelligence department be- 
came interested in Bowers’ potential. Four years ago Bowers (code 
named HAWK) became a covert operative for the US government. 
The nature of Bowers missions is classified but his military file 
contains the Silver Star as well as several other prestigious medals. The 
way Bowers’ career was going he could choose his assignments and in 
a few more years he could have made admiral or had he gone into the 
civilian world, political dreams would be pretty easy to fulfill consid- 
ering his excellent record of defending our nation. 

Then it happened. While on a mission something went wrong result- 
ing in Bowers being captured. The government did nothing to rescue 
him, they couldn’t, or so they claim. After six months of torture and 
interrogation the Hawk escaped, or so he claims. Upon his return to 
the states he was given a leave to rest. When he came back to active 
duty his missions became flawless. Everything went perfect, he started 
finishing missions in half the time, and gaining twice the information. 
Bowers’ superiors began to question his loyalties when he accom- 
plished what was deemed a suicide mission without so much as a 
scratch. 

An investigation was conducted, and although nothing was found, 
Bowers resigned. It would have ended there except it was an election 
year and certain Senators brought Bowers up on espionage charges. 
Considering the sensitive nature of Bowers’ case the hearings were all 
closed door. After only two weeks of hearings Bowers was found 
guilty, given a death sentence and sent to THE HUNT. 

Bowers had this to say after sentencing, “If I live, I will go free, and if 
that happens God help the politicians.” 


COMBAT PROFILE 

Jonathan “Hawk” Bowers is an expert field operative. Hawk is intel- 
ligent, well motivated, and exceptionally well trained. With the pos- 
sible exception of Iron Cross this is the most dangerous Fox THE 
HUNT has to offer. 


REFEREE NOTE 

HAWK will attack politicians in the maze if he is given the opportu- 
nity. HAWK is a fox that should be used sparingly and only when you 
want to make things really interesting. 
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Weapons 

Laser Rifle 14d6 
Drugs 

none 

Poisons 

none 

Equipment 


Hitech Armor 
Fireproof Suit 


Danger Boost 

3 Danger Adds 
Pain Editor 
Targeting Scope 
2 Target Eyes 


Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 


Pistol 
First Aid 


Armor 


1 Head 
2 Chest 
3 Rt Arm 
4 Lt Arm 
5 Rt Leg 
6 Lt Leg 


Tyrone Washington 
(A.K.A. Homeboy) 


Tyrone was born and raised in Southern California. As far back as 
Tyrone can remember he has had something to do with gangs, from 
hanging out with his older brothers to being warlord. Although never 
givenany formal military training, HOMEBOY grew upon thestreets. 
HOMEBOY is no stranger to combat and death. Hekilled his first rival 
gang member when he was only eleven. 

Until a few months ago Southern California police considered 
HOMEBOY to be the most powerful single gang member in Califor- 
nia. HOMEBOY gained most of his power by letting other gangs build 
up their businesses and then taking them away. HOMEBOY ’s busi- 
ness interests vary greatly from prostitution to heavy duty import and 
export of drugs. : 

With HOMEBOY at the top of their list the police began a major sweep 
of drug dealers and drug distributors. As Warlord of the Street Pirates 
HOMEBOY mobilized his gang along with several of the other large 
gangs to fight back against the police. After two weeks of heavy 
combat the gangs started to fight amongst themselves, and the police 
were able to pick up the pieces. 

HOMEBOY was captured in a bloody shoot out just after he killed a 
rival gang leader. HOMEBOY’s sentencing to THE HUNT is an 
attempt to warn all drug dealers of the consequences of their actions. 


COMBAT PROFILE 
HOMEBOY is a dangerous fox with more than enough courage to 
back up any play he makes. 


Weapons 
.44 Automag 8d6 
Drugs 


5 Not Even Close 
+2 Dodge 
3 Damn Fast 
+2 Initiative 
2 Be Healed 
+2 First Aid 


Poisons 


none 


Equipment 


Armored Overcoat 
Danger Boost 

3 Danger Adds 

2 Cyberlegs 
Targeting Scope 

2 Target Eyes 

First Aid Kit 

100 APAB .44 Rnds 


Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 


Brawling 
Rifle 


Armor 


1 Head 
2 Chest 
3 Rt Arm 
4 Lt Arm 
5 Rt Leg 
6 Lt Leg 


John Steel 
(A.K.A. Mercenary) 


John Steel has the unique distinction of being the oldest Fox in the 
history of THE HUNT. Since Steel was just a baby he wanted to be in 
the army and be a part of the defense of the United States. Steel lied 
about his age and joined the army at only sixteen. Twenty-two years 
later, John Steel retired from active duty with the rank of Gunnery 
Sergeant. 

During his twenty plus years of active service Steel volunteered for 
every conflict that came his way, and therefore was lucky enough to 
be involved in some of the bloodiest battles in US history. 

Steel was a model soldier being awarded more citations and medals 
then he cares to remember. Steel’s commanding officer in the Special 
Forces said, “Steel is probably the best damned soldier I have ever 
seen, thank God he’s on our side.” 

During a routine patrol in Central America, Steel’s helicopter went 
down and he was believed to be dead. Back at home in Texas, Steel’s 
wife and their son tried to keep the hope alive. A month after Steel’s 
“Death” one of the local deputies started trying to get Mrs. Steel to be 
more friendly towards him. She constantly diverted his passes until, 
two month’s after Steel’s accident, he tried to rape her. John Jr., eleven 
at the time, took one of his father’s guns and killed the deputy. The 
sheriff and two other officers arrived. The officers, enraged at the 
death of the deputy, killed the mother and son and burned the house 
to the ground. 

In actuality Steel had been badly hurt in ‘the crash but was still alive. 
Steel survived in the jungle for two and half months, before he found 
a friendly patrol. Steel was taken back to the command headquarters 
and told that his family was dead. John Steel filed retirement papers 
and headed home. At home he found the officers responsible and 
killed them all. . 

Five years have gone by and Steel, now going under the name 
MERCENARY, is believed to be responsible for the deaths of over 85 
law enforcement agents. During his attempted arrest over 12 police 
officers were killed or seriously injured. 

MERCENARY is now in THE HUNT where he can try to kill real law 
enforcement agents. 


COMBAT PROFILE | 
MERCENARY is the oldest Fox, but he is also the most experienced 
out of all of them. So remember watch your back. 


Weapons 


Brawler 
8d6+4d6 
Assult Cannon 


16d6 


Drugs 


none 


Poisons 


none 


Equipment 


Battle Armor 
Fireproof Suit 
Cyber Muscle 
Cyber Arm 
Muscle Lace 

2 Target Eyes 
4 Drums Ammo 
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Attributes 


Initiative 
Dodge 
Movement 
Size 
Willpower 


Skills 


Pistol 
Rifle 
Armor 


1 Head 
2 Chest 
3 Rt Arm 
4ttArm 
5 Rt Leg 
6 Lt Leg 


Mike Baker 
(A.K.A. Shield) 


Sergeant Mike Baker was a decorated motorcycle cop, assigned to the 
desolate highways around Bakersfield California. After years of ar- 
resting criminals and watching them just walk away, something 
inside Baker cracked and he decided that the law was no longer 
representing justice. 

Baker himself explained it like this, “I see Justice as the statue of the 
woman holding the scales and the sword. Justice is cast in marble and 
infinitely defined. Law is nothing more than the shadow Justice casts 
on the floor. The law is dark and foreboding, but most important it is 
not an exact copy of Justice. It is similar but it is not the same thing.” 
Baker took it upon himself to dispense Justice. His Justice consisted of 
road side executions for all criminals, even speeders. SHIELD feels 
that he was justified in his actions, “What the individuals did was 
wrong and they had to be punished. If the law wasn’t going to do it 
than I took an oath that I would.” 


COMBAT PROFILE 

SHIELD is a trained police officer,and as such he should be considered 
dangerous. Besides his training SHIELD’s mental state could also 
prove to be very dangerous. 


REFEREE NOTE 
It probably wouldn’t be a good idea to have SHIELD and MERCE- 
NARY in the maze at the same time. 


8d6 
16d6 


.44 Rnds 
Rnds 


Plate 


Cyber Muscle 


Rifle 
2 Target Eyes 


iper 


44 Automag 
iper 

Poisons 
Equipment 
Ceramic 

ifle Scope 
Pistol Scope 
50 APAB 
50 Sn 


Sn 
R 


g %wrwenta, 


neg 


Assassin’s Story 
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